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INPUT PORT [0] (INMAPO) 


[D7] 


STROBE SIGNAL OUTPUT FROM MAIN CPU 


[D6] 


UNASSIGNED 


CD5] 


UNASSIGNED 


[D4] 


UNASSIGNED 


[D3] 


POWER DOWN SIGNAL 


[D2] 


UNASSIGNED 


[D1 ] 


UNASSIGNED 


[DO] 


UNASSIGNED 
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CONTROL OUTPUT PORT [0] (CNTMAPO) 


[D7] 


SOUND MUTE CONTROL OUTPUT 


[D6] 


UNASSIGNED 


[D5] 


UNASSIGNED 


[D4] 


UNASSIGNED 


[D3] 


UNASSIGNED 


[D2] 


UNASSIGNED 


[D1 ] 


LIQUID CRYSTAL DISPLAY PROBE OUTPUT 


[DO] 


WATCHDOG TIMER RESET 
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COMMAND RECEIVE PORT 


[HIGHER HIERARCHICAL LEVEL] (COMHMAP) 


[D7] 


DATA D15 OUTPUT FROM MAIN CPU 


[D6] 


DATA D14 OUTPUT FROM MAIN CPU 


[D5] 


DATA D13 OUTPUT FROM MAIN CPU 


[D4] 


DATA D12 OUTPUT FROM MAIN CPU 


[D3] 


DATA D1 1 OUTPUT FROM MAIN CPU 


[D2] 


DATA D10 OUTPUT FROM MAIN CPU 


[D1 ] 


DATA D9 OUTPUT FROM MAIN CPU 


[DO] 


DATA D8 OUTPUT FROM MAIN CPU 
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COMMAND RECEIVE PORT 
[LOWER HIERARCHICAL LEVEL] (COMLMAP) 


[D7] 


DATA D7 OUTPUT FROM MAIN CPU 


[D6] 


DATA D6 OUTPUT FROM MAIN CPU 


[D5] 


DATA D5 OUTPUT FROM MAIN CPU 


[D4] 


DATA D4 OUTPUT FROM MAIN CPU 


[D3] 


DATA D3 OUTPUT FROM MAIN CPU 


[D2] 


DATA D2 OUTPUT FROM MAIN CPU 


[D1 ] 


DATA D1 OUTPUT FROM MAIN CPU 


[DO] 


DATA DO OUTPUT FROM MAIN CPU 



F I G. 8 



LIQUID CRYSTAL DISPLAY COMMAND 
TRANSMISSION PORT (LCDMAP) 


[D7] 


DATA D7 OUTPUT TO IMAGE DISPLAY CPU 


[D6] 


DATA D6 OUTPUT TO IMAGE DISPLAY CPU 


[D5] 


DATA D5 OUTPUT TO IMAGE DISPLAY CPU 


[D4] 


DATA D4 OUTPUT TO IMAGE DISPLAY CPU 


[D3] 


DATA D3 OUTPUT TO IMAGE DISPLAY CPU 


[D2] 


DATA D2 OUTPUT TO IMAGE DISPLAY CPU 


[D1 ] 


DATA D1 OUTPUT TO IMAGE DISPLAY CPU 


[DO] 


DATA DO OUTPUT TO IMAGE DISPLAY CPU 
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SOUND OUTPUT PORT (SUNDMAP) 


[D7] 


SOUND OUTPUT D7 


[D6] 


SOUND OUTPUT D6 


[D5] 


SOUND OUTPUT D5 


[D4] 


SOUND OUTPUT D4 


[D3] 


SOUND OUTPUT D3 


[D2] 


SOUND OUTPUT D2 


[D1 ] 


SOUND OUTPUT D1 


[DO] 


SOUND OUTPUT DO 
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RECEIVE COMMAND CODE 


COMMAND 
CODE 


DATA 
VALUE 




MCMD_MAX 


OOFH 


MAXIMUM COMMAND CODE OUTPUT FROM MAIN CPU 


MCMDJNIT 


001 H 


PRESENTATION INITIALIZATION COMMAND CODE 


MCMDJ3EM0 


002H 


DEMONSTRATION DISPLAY COMMAND CODE 


MCMD.MDIN 


003H 


GAMING TOKEN INSERTION COMMAND CODE 


MUMU_NMb I 


UU4M 


COMMAND CODE FOR STARTING GAME DURING NORMAL 
GAME 


MCMD_RBST 


r\r\ r- 1 i 

OOoH 


COMMAND CODE FOR STARTING SPINNING OF REELS 
DURING RB 


MwMDjDDO 1 


uuDn 


COMMAND CODE FOR STARTING SPINNING OF REELS 
DURING BB 


MCMD.RLSP 


007 H 


STOP REEL COMMAND CODE 


MCMD_NHIT 


008H 


GENERATION (ALL REEL STOP) COMMAND CODE 


MCMD.JHIT 


009 H 


GENERATION-OF- JACKPOT-GAME COMMAND CODE 


MCMDJPOFN 


00AH 


PAYOUT COMPLETION COMMAND CODE 


MCMD_BNST 


00BH 


COMMAND CODE FOR INSTRUCTING CHANGING OF 
STATUS OF BONUS GAME 


MCMD.BBFN 


OOCH 


BB END OPERATION COMMAND CODE 


MCMD.ERR 


OODH 


ERROR PRESENTATION INSTRUCTION COMMAND CODE 


MCMD.PSEL 


OOEH 


COMMAND CODE CONCERNING TYPE OF PRESENTATION 
RENDERED BY MAIN CPU 


MCMD.SUND 


OOFH 


SOUND PRESENTATION INSTRUCTION COMMAND CODE 


ERRN.MAX 


OOFH 


ALLOWABLE NUMBER OF CONTINUOUS RECEIVE ERRORS 
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01 H j PRESENTATION INITIALIZATION 

NONE 



FIG. 12 



02H 


DEMONSTRATION DISPLAY 


NONE 



03H 



FIG. 13 

INSERT GAMING TOKEN 



NUMBER OF TOKENS TO BE INSERTED 
FOR JACKPOT GAME (1-3) 



FIG. 14 



04H 


START GAMES DURING NORMAL GAME 


TYPE OF GENERATION 


b7 


BB 


b6 


RB 


b5 


REPLAY OR RB DURING BB 


b4 


DIAMOND 


b3 


DRAGON 2 


b2 


DRAGON 1 


bl 


FOUR CHERRIES 


bO 


TWO CHERRIES 
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05H 


START SPINNING OF REELS DURING RB 


NUMBER OF AVAILABLE RB GAMES, 
NUMBER OF AVAILABLE RB OPERATIONS 


b7 
b6 
b5 
b4 
b3 




NUMBER OF AVAILABLE RB GAMES (12-1) 

NUM^JI l?.°L A . VAILABLE RB GAMES 02-1) 

NUMBER [ OF AVAILABLE RB GAMES (12-1) 

NUMBER OF AVAILABLE RB GAMES (12-1) 


b2 


b1 
bO 


NUMBER OF AVAILABLE RB OPERATIONS (3-1, 0) 
NUMBER OF AVAILABLE RB OPERATIONS (3-1, 0) 



FIG. 16 



06H 


START SPINNING OF REELS DURING BB 




NUMBER OF REMAINING BB GAMES, 






NUMBER OF AVAILABLE RB OPERATIONS 




b7 


TYPE OF BB (0/1= WHITE 7/RED 7) 




b6 


NUMBER OF REMAINING BB GAMES (30-1) 




b5 


NUMBER OF REMAINING BB GAMES (30-1) 




b4 


NUMBER OF REMAINING BB GAMES (30-1) 




b3 


NUMBER OF REMAINING BB GAMES (30-1) 




b2 


NUMBER OF REMAINING BB GAMES (30-1) 




b1 


NUMBER OF AVAILABLE RB OPERATIONS (3- 


1) 


bO 


NUMBER OF AVAILABLE RB OPERATIONS (3- 


1)" 
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07H 


REEL STOP 


STOP REEL INFORMATION 


b7 
b6 
b5 
b4 

" b3 
b2 
b1 


3RD STOPPAGE 
2ND STOPPAGE 


bO 


1 ST STOPPAGE 
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08H 


ELECTIONS EXCLUSIVE OF GENERATION 
OF JACKPOT GAMES 


TYPE OF GENERATION 


b7 
b6 
b5 
b4 


RB(01), WHITE 7(10), RED 7(11) 
RB(01), WHITE 7(10), RED 7(11) 
REPLAY OR RB DURING BB 
DIAMOND 


b3 
b2 
_b_1_ 
bO 


DRAGON 2 
DRAGON 1 
4 CHERRIES 
2 CHERRIES 



FIG. 19 



09H 



GENERATION OF JACKPOT GAMES 



NUMBER OF AVAILABLE ELECTIONS (8 TO 1), 
0 DEPICTS FAILURE 



FIG. 20 



OAH 



COMPLETION OF PAYOUT 
NONE 
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OBH 


INSTRUCTION FOR CHANGING STATUS OF BONUS GAME 


OOH 
01 H 


RB COMPLETED 
START BB1-2 

(RB PERFORMED DURING BB IS COMPLETED: WHITE 7) 


02H 
03H 
04 H 
05H 
06H 
07H 


START BB2-2 
(RB PERFORMED DURING BB IS COMPLETED: RED 7) 


START BB3 

(RB PERFORMED DURING BB IS COMPLETED: COMMON) 
" BB TERMiNATION 1 PRESENTATION INSTRUCTION 

(NORMAL END) 
BONUS TERMINATION 2 PRESENTATION INSTRUCTION 

[RB 1 OR 2 ENDED WITH PUNCTURES (FAILURES)] 
BONUS TERMINATION 3 PRESENTATION INSTRUCTION 

[RB 3 ENDED WITH PUNCTURES (FAILURES)] 

BONUS TERMINATION 4 PRESENTATION INSTRUCTION 
[ENDED WITH PUNCTURES (FAILURES) DURING NORMAL GAME] 



FIG. 22 



OCH 


OPERATION AT THE END OF BB 


OOH 

01H 
02H 


COMPLETION OF WAIT FOR GAME STOP 
TIME AFTER COMPLETION OF BB 
SETTLEMENT OPERATION 
PLAY-OUT OPERATION 



FIG. 23 



ODH 


ERROR INSTRUCTION 


OOH 


CANCEL ERROR STATUS 


01 H 


INSERTED TOKEN PASSAGE TIME ERROR 


02H 


INSERTED TOKEN PASSAGE CHECK ERROR 


03H 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04H 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05H 


HOPPER EMPTY ERROR 


06H 


HOPPER JAM ERROR 


07H 


ILLEGAL HIT ERROR 



FIG. 24 



OEH 


TYPE OF PRESENTATIONS TO BE PERFORMED BY MAIN CPU 


TYPE OF PRESENTATION 


b7 
b6 
b5 
b4 
"b3 
b2 
b1 
bO 


BLINKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 
BLINKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 
BLINKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 
BLINKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 
GAME START SOUND (0/1=START SOUND 1/2) 
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OFH 


SOUND PRESENTATION INSTRUCTION 


15H 
16H 

17H 

18H 

1DH 
02H 


REEL SPINNING DISABLE SOUND (4.1 SECONDS) 
GENERATION-OF-BB-EXPECTATION SOUND 

(REEL LI-ZHI SOUND 1) 
GENERATION-OF-BB-EXPECTATION SOUND 
(REEL Lf-ZMSOUND 2) 
GAMING TOKEN PAYOUT SOUND 1 
(TRANSMITTED AT SETTLEMENT) 
GAMING TOKEN INSERTION SOUND 1 
(WHEN CREDIT IS ADDED) 
SPINNING DISABLE SOUND, PAYOUT SOUND MUTE 



FIG. 26 



DISPLAY CONTROL CODE 


COMMAND 

v_/ V-J l — 


DATA 
VALUE 


DESCRIPTION 


uor o i y\ 


0D6H 


COMMAND TRANSMISSION START CODE 


DSPJNIT 


001 H 


LIQUID CRYSTAL DISPLAY ERASURE 
(INITIALIZATION COMMAND) 


DSPJ>EMO 


002H 


DEMONSTRATION DISPLAY 


UoP_KbtL 


uuon 


RFFI ^HRFFN DI^PI AY 


DSP_NSTR 


004H 


START SPINNING OF REELS ON NORMAL REEL 


DSP.SSTR 


005H 


START SPINNING OF 

IMTPDMAI 1 Y— MnTIPlFH— ^TATI I*n RFFI ^CiRFFN 
llN 1 tr\l>ir\Ll_T v\\J 1 IrlLU Olnl uo r\c_i_L_ ouiallin 


DSP_NLSP 


Uuon 


cthd 1 PPT RFFI DM NIHRMA! RFFI ^HRFFM 


DSP.RECH 


007H 


/ / 7/J/DDCCCMTATinM IM^TRI IPTtHM 
fcTnp ON MORMAI RFFI ^ORFFN} 


DSP.SSTP 


008H 


cTfip RFFI ^ OM INTFRNAI 1 Y-NOTIFIED-STATUS 
RFFL SCREEN 


DSP_NHIT 


009H 


GENERATION OF SMALL-JACKPOT COMBINATION 
ON NORMAL REEL SCREEN 


DSP.SHIT 


00AH 


GENERATION OF SMALL- JACKPOT COMBINATION 
ON INTERNALLY-NOTIFIED-STATUS REEL SCREEN 


DSP BHIT 


00BH 


GENERATION OF BONUS 


DSP.BSTG 


00CH 


BONUS STAGE DISPLAY 


DSPJRSTR 


00DH 


START SPINNING OF REELS DURING RB 


DSP_JHIT 


00EH 


JACKPOT WINNING PRESENTATION 


DSP.BSTR 


00FH 


START SPINNING OF REELS DURING BB 


DSP.BNHT 


001 OH 


SMALL-JACKPOT COMBINATION WINNING IN 
NORMAL GAME DURING BB 


DSP_BRHT 


011H 


GENERATION OF RB DURING BB 


DSPJERR 


01 2H 


ERROR SCREEN DISPLAY 


NORM„REEL 


001 H 


DISPLAY DESIGNATION ON NORMAL REEL SCREEN 


FGDUJREEL 


002H 


DISPLAY DESIGNATION ON 

INTERNALLY-NOTIFIED-STATUS REEL SCREEN 



FIG. 27 



01h 


LIQUID CRYSTAL DISPLAY MUTE (INITIALIZATION COMMAND) 


NONE 



FIG. 28 



02h 


DEMONSTRATION DISPLAY 


NONE 
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03h 


REEL SCREEN DISPLAY 


REEL SCREEN TYPE 


01 h 


NORMAL REEL SCREEN 


02h 


INTERN lALLY-NofiFIED-STATUS REEL SCREEN 


DISPLAYED-SYMBOL DATA 1 


b7 


UNASSIGNED 


bp 


UNASSIGNED 


b5 


UNASSIGNED 


b4 


0 


b3 


LEFT DISPLAYED SYMBOL 


b2 


~ LEFT DISPLAYED-SYMBOL 




LEFT DISPLAYED SYMBOL 


bO 


LEFT DISPLAYED SYMBOL 


DISPLAYED-SYMBOL DATA 2 


b7 


CENTER DISPLAYED SYMBOL 


b6 


CENTER DISPLAYED SYMBOL 


b5 


CENTER DISPLAYED SYMBOL 


""b4 ~ 


CENTER DISPLAYED SYMBOL 


b3 


RIGHT DISPLAYED SYMBOL 


b2 


RIGHT DISPLAYED SYMBOL 


bl 


RIGHT DISPLAYED SYMBOL 


bO 


RIGHT DISPLAYED SYMBOL 



FIG. 30 





DIbPLAYbU bYMKUL 


OOh 


"7 


u I n 


RAD 
Dnl\ 


02h 


Do 


03h 


CAKE 


04h 


COOKIE 


05h 


E 


06h 


X 


07h 


T 


08h 


R 


09h 


A 



FIG. 31 



04h 


REEL SPINNING START ON NORMAL REEL SCREEN 


SIGN PRESENTATION INSTRUCTION 


OOh 


GENERATION OF SMALL-JACKPOT COMBINATION 


PRESENTATION WITHOUT SIGN 


01h 


GENERATION OF DB OR CHERRY WITH LOW-DEGREE SIGN 


02h 


GENERATION OF DB OR CHERRY WITH HIGH-DEGREE SIGN 


03h 


GENERATION OF DRAGON WITH LOW-DEGREE SIGN 


04h 


"GENERATION OF DRAGON WITH HIGH-DEGREE SIGN 


05h 


GENERATION OF DIAMOND WITH LOW-DEGREE SIGN 


06h 


GENERATION OF DIAMOND WITH HIGH-DEGREE SIGN 


07h 


REPLAY GENERATION SIGN 


08h 


LI-ZHI PRESENTATION WITHOUT SIGN 


09h 


OSHIKURA LI-ZHi T SIGN 


OAh 


POWERBALL LI-ZHI SIGN 


OBh 


BALANCING-ON-ROLLING-BALL LI-ZHI SIGH 


OCh 


YAH-HOO SIGN 


ODh 


BB DETERMINATION (RAINBOW 7) 


OEh 


RB DETERMINATION (RAINBOW, BAR) 


DISPLAYED-SYMBOL DATA 1 (SAME AS ABOVE) 


DISPLAYED-SYMBOL DATA 2 (SAME AS ABOVE) 



FIG. 32 



SPINNING START ON 
1NTERNALLY-NOTIFIED-STATUS REEL SCREEN 

SIGN PRESENTATION INSTRUCTION 
(SAME AS Fig. 31, BUT FOR ONLY SMALL- JACKPOT 
COMBINATION GENERATION PATTERN) 

DISPLAYED-SYMBOL PATTERN 1 (SAME AS 

ABOVE) 

DISPLAYED-SYMBOL PATTERN 2 (SAME AS 

ABOVE) 



FIG. 33 





LEFT REEL STOP ON NORMAL 


UNASSIGNED 


REEL SCREEN (UNASSIGNED) 




LEFT REEL STOP DISPLAYED-SYMBOL DATA 




(SET ON LOWER FOUR BITS) 



1 
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07h 


STOP ON NORMAL REEL SCREEN 




UI-ZHI PRESENTATION INSTRUCTION) 




Z./-Z///PRESENTATION INSTRUCTION 




OOh 


NO Z7-Z///PRESENTATI0N 




01h 


NORMAL FAILURE 




02h 


NORMAL WINNING 




03h 


OSHIKURA FAILURE 




04 h 


OSHIKURA WINNING 




05h 


BALANCING-ON-ROLLING-BALL RIGHT FAILURE 




06h 


BALANCING-ON-ROLLING-BALL RIGHT WINNING 1 




07h 


RB UPGRADE 




08 h 


BALANCING-ON-ROLLING-BALL RIGHT WINNING 2 




09h 


BALANCING-ON-ROLLING-BALL LEFT FAILURE 




OAh 


BALANCING-ON-ROLLING-BALL LEFT WINNING 1 


als? 


OBh 


BB UPGRADE 




OCh 


BALANCING-ON-ROLLING-BALL LEFT WINNING 2 


o 


ODh 


BALANCING-ON-ROLUNG-BALL CENTER FAILURE 




OEh 


BALANCING-ON-ROLLING-BALL CENTER WINNING 1 




OFh 


RESERVED FOR FUTURE USE 




10h 


B ALANciNG-ON-ROLLiNG-BALL CENTER WINNING 2 




1 1 h 


POWERBALL 1 FAILURE 




1 2h 


POWERBALL 1 WINNING 


%sJ 


1 3h 


POWERBALL 2 FAILURE 




14h 


POWERBALL 2 WINNING 




15h 


POWERBALL 3 FAILURE 




16h 


POWERBALL 3 WINNING 




STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA 1 




STATIONARY DISPLAYED-SYMBOL DATA 2 
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08h 



REEL STOP ON INTERNALLY-NOTIFIED-STATUS REEL SCREEN 



STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA 1 
STATIONARY DISPLAYED-SYMBOL DATA 2 



FIG. 36 



09h 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION ON NORMAL REEL SCREEN 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION INSTRUCTION 


hi 
b6 

b5 j 
b3 


DROPPED 
UNASSIGNED 
REPLAY WINNING 


DIAMOND WINNING 
DRAGON 2 WINNING 


Ip2 
bl 
bO 


DRAGON 1 WINNING 
FOUR CHERRIES WINNING 
TWO CHERRIES WINNING 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 



FIG. 37 





SMALL- JACKPOT COMBINATION WINNING 


OAh 


PRESENTATION ON 




INTERNALLY-NOTIFIED-STATUS REEL SCREEN 




SMALL- JACKPOT COMBINATION INSTRUCTION 




(SAME AS IN Fig. 36) 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 
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OBh 


BONUS WINNING PRESENTATION 


TYPE OF BONUS WINNING 


Olh 


EXTRA 




02h 


WHITE 7 




03h 


RED 7 





FIG. 39 



OCh 


BONUS STAGE DISPLAY INSTRUCTION 


BONUS STAGE TYPE 


OOh 
Olh 


RB STAGE 1 (TRUE RB) 
RB END (TRUE RB) 


02h 
03h 
04h 
05h 


BB STAGE 1 START DISPLAY 
BB STAGE 2 START DISPLAY (RBI IS ENDED DURING BB) 


BB STAGE 3 START DISPLAY (RB2 IS ENDED DURING BB) 
BB END PRESENTATION DISPLAY 1 (NORMAL END) 


06h 
07h 
08h 


BONUS END PRESENTATION DISPLAY 2 
(RB1 AND 2 ARE ENDED WITH FAILURES) 
BONUS END PRESENTATION DISPLAY 3 

(RB 3 IS ENDED WITH FAILURE) 
BONUS END PRESENTATION DISPLAY 4 
(NORMAL GAME IS ENDED WITH FAILURE) 
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ODh I START SPINNING OF REELS DURING RB 

RB STAGE (1-3) 

NUMBER OF RB GAMES (1-12) 



FIG. 41 



OEh | JACKPOT-GAME WINNING PRESENTATION 

RB STAGE (1-3) 

NUMBER OF WINNING OF JACKPOT GAMES (0-8) 
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OFh I START SPINNING OF REELS DURING BB 

BB STAGE (1-3) 

NUMBER OF REMAINING BB GAMES (30-1) 



FIG. 43 



10h 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION IN NORMAL GAME DURING BB 


BB STAGE (1-3) 


NUMBER OF REMAINING BB GAMES (30-1) 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION INSTRUCTION 


b7 
b6 
b5 
b4 


DROPPED 
UNASSIGNED 
REPLAY GAME WINNING 
DIAMOND WINNING 


b3 
b2 


DRAGON 2 WINNING 
DRAGON 1 WINNING 


bl 
bO 


FOUR CHERRIES WINNING 
TWO CHERRIES WINNING 



FIG. 44 



1 1h 


PRESENTATION OF RB WINNING 
ARISEN DURING BB 


RB STAGE (1-3) 



FIG. 45 



12h 


ERROR SCREEN DISPLAY 


ERROR TYPE 


Olh 


INSERTED TOKEN PASSAGE TIME ERROR 


02h 


INSERTED TOKEN PASSAGE CHECK ERROR 


03h 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04h 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05 h 


HOPPER EMPTY ERROR 


06h 


HOPPER JAM ERROR 


07 h 


ILLEGAL HIT ERROR 



FIG. 46 



LABEL 


DATA 


DESCRIPTION 


DUMMY 

LV \J IVII VI 1 


0 


DUMMY DATA 


STRI RUN 


7 


BIT FOR DETECTING STROBE SIGNAL OUTPUT FROM MAIN CPU 


PnWN RTTN 


3 


POWER DOWN DETECTION BIT 


NONRCP.CD 


008H 


DESIGNATION OF LI-ZHI PRESENTATION WITHOUT SIGN 


YnUrKh_UU 


nop u 


YAH— MOD PRF^FNTATION CODE 


BLNRC_OU 


UUUn 


dhmi iq CRR"! nFTFRMTNATTON ^TGN (RALLOON LI—ZHh 
PRF9FNTATION CODE 


NKMKO„UU 


UU I n 


WHRMAi / 7-7/7/ PR FSF NT ATI ON CODE 


STSD_DMSK 


001 H 


MASK DATA FOR EXTRACTING GAME START SOUND 


FLSHJ3MSK 


01 hri 


hjiaoi/ n AT A mp FYTRAPTIMH RFFI 1 AMP Fl ASH CODE 
MAoi\ UAtn r wr\ lAI r\r\W HINU r\L_ UL_ LAAivii ri_noi i v_/wi-yi_ 


PCHG.NUM 


10 


NUMBER OF GAMES IN WHICH STATIONARY DISPLAYED SYMBOLS ARE 
ouAMPcn a ctpp TI 1 1 IMTMATTOM OF WIN 1 AMPS 


RKUPJ3BDT 


1 


i idoda nc fi An. \/Ai I IF FOR RR-nFTFRMINATTON D1SPI AYED SYMBOL 


RKUP.RBDT 


2 


UPGRADE FLAG VALUE FOR RB-DETERMINATION DISPLAYED SYMBOL 


STRL.MSK 


007H 


MASK DATA FOR hX 1 KAO 1 INU o 1 Ur KttLo 


PIC.MAX 


009H 


MAXIMUM CODE FOR SYMBOLS TO BE DISPLAYED ON 

i i/^ i iti~\ /"\ riwoT a i nipni A \/ 

LIQUID-CRYSTAL DISPLAY 


CPICMAX 


004H 


MAXIMUM CODE FOR CHARACTERS (FOR LI-ZHI PRESENTATION) 
DISPLAYED ON LIQUID CRYSTAL DISPLAY 


BPICMAX 


001 H 


MAXIMUM CODE FOR BONUS-DETERMINATION DISPLAYED SYMBOL 


PICJNIT1 


OOOH 


SYMBOLS DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
INITIAL VALUE OF 1 , LEFT-7 


PICJNIT2 


01 2H 


SYMBOLS DISPLAYED ON UQUID CRYSTAL DISPLAY, 
INITIAL VALUE OF 2, CENTER-BAR, RIGHT-DO 


DPICJNIT1 


002 H 


INTERNALLY-NOTIFIED-STATUS DISPLAYtU SYIvibUU 
DISPLAYED-SYMBOL INITIAL VALUE OF 1, LEFT-DO 


DPICJNIT2 


022H 


INTERNALLY-NOTIFIED-S 1 A I Ub UIoHLAYtU otividuu 
DISPLAYED-SYMBOL INITIAL VALUE OF 2, CENTER-DO AND RIGHT-DO 


BBPIC1 


OOOH 


SYMBOL 1 o 1 A 1 IONAK1LY UlorLAYbU vJIM LlWUiU UrvioiML uiorLMi mi 
TUF TIMF (IF HFMFRATION OF RR 1 FFT— 7 


BBPIC2 


UUUH 


QVMRm o QTATTONAR1I Y DI^PI AYFD ON LIQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF BB, CENTER AND RIGHT-7 


RBPIC1 


001 H 


cvuDni 1 QTATTOMARTl Y Dl^PI AYFH ONI I IOIITD CRYSTAL DISPLAY AT 

oYMdUL I o I A I IvJINMKIL T UlorLnl CU \JV\ UVjJUIU Ol \ i o l nu uiorLni r\ i 

THE TIME OF GENERATION OF RB, LEFT-BAR 


RBPIC2 


n-t ^ u 
0 I In 


eviunrii o qt A Tin MART l Y nT<;PI AYFPl ON I IOIITD CRYSTAI DISPLAY AT 
THF TTMF OF GENERATION OF RB CENTER AND RIGHT-BAR 


RBHMAX 


3 


MAXIMUM NUMBER OF AVAILABLE RB OPERATIONS 


RBPMAX 


12 


MAXIMUM NUMBER OF AVAILABLE RB GAMES 


BBCDMAX 


5 


NUMBER OF REMAINING BB GAMES FOR WHICH COUNTDOWN 
IS STARTED 


RBNMSK 


003H 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE 
RB OPERATIONS 


RBPNMSK 


03CH 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE RB GAMES 


BBPNMSK 


07CH 


MASK DATA FOR EXTRACTING THE NUMBER OF REMAINING BB GAMES 
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MDWN.TIM 


MAIN-CPU DOWN DETECTION TIME [ 50 ms ] 


RX.TOUT 


TIME OUT DURING RECEIVE SEQUENCE [ 10 ms ] 


RX.NTIM 


RECEIVE INTERVAL TIMER (i.e., RESULT OF COMPARISON BETWEEN 
TIME AND TIME COUNTED BY TIME-OUT TIMER) [ 2 ms ] 


TX.INTVAL 


INTERVAL AT WHICH COMMANDS ARE TRANSMITTED TO LIQUID 
CRYSTAL DISPLAY CPU [10 ms] 
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GAMEST 
GAMEST; 
GAMEST 
GAMEST; 
GAMEST; 
GAMEST 
GAMEST 
GAMEST 

PRDC.STS; [ D7 ] 

PRDC.STS; [ D6 ] 
PRDC.STS; [ D5 ] 
PRDC.STS; [ D4 ] 

PRDC.STS; [ D3 ] 

PRDC.STS; [ D2 ] 

PRDC.STS; [ D1 ] 

PRDC.STS; [ DO ] 
WAVEBIT; 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 



[ D7 ] GAME STATUS: FLAG BB IN OPERATION 

[ D6 ] GAME STATUS: INTERNAL WINNING IS BEING NOTIFIED 

[ D5 ] GAME STATUS: PLAY-OUT IN PROGRESS 

[ D4 ] GAME STATUS: UNASSIGNED 

[ D3 ] GAME STATUS: ERROR STATUS IN EFFECT 

[ D2 ] GAME STATUS: REPLAY IN PROGRESS 

[ D1 ] GAME STATUS: BB WINNING IS EXPECTED 

[ DO ] GAME STATUS: RB. IN OPERATION 

GAME STATUS: INSTRUCTION FOR EFFECTING FLAG 
PRESENTATION INITIALIZATION 
GAME STATUS: INITIALIZATION COMMAND REFUSE STATUS 
GAME STATUS: SEQUENCE CONTROL IN OPERATION 
GAME STATUS: TRANSMISSION COMMAND EDITED 
GAME STATUS: ANALYSIS OF RECEIVED COMMAND 
IN PROGRESS 

GAME STATUS: Z./-ZWPRESENTATION IN OPERATION 
GAME STATUS: REEL SCREEN TYPE 
0/1 = NORMAL/INTERNALLY-NOTIFIED 
GAME STATUS: DEMONSTRATION DISPLAY IN PROGRESS 
[ D7 ] BB 

[ D6 ] RB RED 7 ALONG WITH D7 IN CONNECTION WITH WINNING TYPE 
[ D5 ] REPLAY OR RB DURING BB 
[ D4 ] DIAMOND 
[ D3 ] DRAGON 2 

[ D2 ] DRAGON 1 

[ D1 ] FOUR CHERRIES 
[ DO ] TWO CHERRIES 
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DESCRIPTION 
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nnr o 1 hi T A ~~T~l < — i K I c~r k -t~i i o i — i a 

PRESENTATION STATUS FLAG 




rrL T_Ur1r\ 





IN 1 hK-DUiNlUb rLAG CHECK DATA 








COUNTER FOR COUNTING THE NUMBER OF GAMES 




WPLY_CNT 


1 


AFTER ILLUMINATION OF WIN LAMPS 

IrUn OHANulNu DISPLAYED SYMBOLS; 




RNKUP.FLG 


1 


UIorLA t tU o I IVIdUL UKVjKADE rLAU 
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MFH1 CTft 
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WAX/FRTT 
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— 
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— 
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RRPPTR 
DDrU I f\ 








dALrOAMn 


. 




NUMBER Ur AVAILABLE RB GAMES 




DMC CTflM 

DIM o_o 1 vjN 




bUNUb SIACjE (.SHARED BETWEEN BB AND RB) 




PRSELFLG 




SELECTION-OF-PRESENTATION-BEING-PERFORMED FLAG 
(NORMAL GAME START COMMAND RECEIVE FLAG) 


5- 


PRE_CLS 




SIGN PRESENTATION TYPE 




RECH.CLS 




Z./-ZMPRESENTATION TYPE 




BSND.BK 




BONUS SOUND BACKUP AREA 




SND.BAK 




SOUND BACKUP AREA 




RECCNT 




NUMBER OF RECEIVED DATA SETS 




RXWPTR 




RECEIVED DATA WRITE INDEX 




RXRPTR 




RECEIVED DATA READ INDEX 




PINIEND 


2 


FINAL ADDRESS FOR CLEARING BACKUP DATA 




RXBUFF 


8*2 


RECEIVED DATA LOCATION 
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WORK AREA 




LABEL 


AVAILABLE 
LOCATION 


DESCRIPTION 




STP.PIC1 


1 


STATIONARY DISPLAYED-SYMBOL DATA 1 




STP.PIC2 


1 


STATIONARY DISPLAYED-SYMBOL DATA 2 




DSP.PIC1 


1 


DISPLAYED SYMBOL DATA 1 




DSP.PIC2 


1 


DISPLAYED SYMBOL DATA 2 




SQPTRBK 


2 


BACKUP OF PRESENTATION-SEQUENCE-CONTROL POINTER 




TXBUFWK 


— • 

7 


BUFFER FOR EDITING TRANSMISSION COMMAND 
AND FOR BACKUP 




TXERRWK 


3 


DEDICATED BUFFER FOR ERROR SCREEN 
DISPLAY COMMAND 




LST_RCMD 


2 


FINALLY-RECEIVED COMMAND 




ALCMD.HI 


1 


COMMAND WHICH IS NOW BEING ANALYZED, HIGHER BYTE 




ALCMD.LO 


1 


COMMAND WHICH IS NOW BEING ANALYZED, LOWER BYTE 


ass 


BKCK.DAT 


1 


BACKUP DATA CHECK CODE 




RX.PHASE 


1 


RECEIVE SEQUENCE MANAGEMENT DATA 




RCVCMDH 


1 


RECEIVED COMMAND, HIGHER BYTE 


y i 


RCVCMDL 


1 


RECEIVED COMMAND, LOWER BYTE 




RCVBCC 


1 


ERROR DETECTION CODE * 


S3 


RERR.CNT 


1 


RECEIVE ERROR COUNTER 




PRSQPTR 


2 


PRESENTATION-SEQUENCE-ACCESS POINTER 


Si i sa» 

£ sJi 


PRSQTBK 


2 


PRESENTATION-SEQUENCE-ACCESS POINTER BACKUP 




TX_PHASE 


1 


TRANSMISSION SEQUENCE MANAGEMENT DATA 


? Tj 


TXDATCNT 


1 


TRANSMISSION COUNTER 




TXBFPTR 


2 


TRANSMISSION-COMMAND-BUFFER-ACCESS POINTER 




TXBUFF 


7 


TRANSMISSION COMMAND BUFFER 




XOUTO 


1 


CONTROL OUTPUT PORT BACKUP 




SELRAND 


2 


RANDOM NUMBER FOR SELECTING PRESENTATION 




PR.TIMER 


2 


PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT TIMER 




RX.TIMER 


1 


RECEIVED-TIMEOUT-MEASUREMENT TIMER 




M_WATCH 


1 


MAIN-CPU-DOWN-MONITORING TIMER 




TX_TIMER 


1 


TRANSMISSION MANAGEMENT TIMER 




(TRANSMISSION INTERVAL MEASUREMENT) 




DEMEDATA 


1 


DISPLAYED-SYMBOL SELECTION TABLE NUMBER 




SREEL_BK 


1 


CENTER DISPLAYED-SYMBOL SAVE AREA 




RREEL.BK 


1 


RIGHT DISPLAYED-SYMBOL SAVE AREA 




SD.WORK 


2 


SOUND RAM AREA, HEAD 




PLAY_NUM 


4 


RESTORATION-EFFECTIVE-SOUND-GENERATION-STATUS 
SAVE AREA 




HIT.NUM 


4 


PRIORITIZED-SINGLE-SOUND-GENERATION-STATUS 
SAVE AREA 




DROP.CHK 


1 


DROPPED FLAG 
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SEQUENCE CONTROL TABLE 

BALLOON Z-/-Z/y/(REGULAR BONUS DETERMINATION PRESENTATION) 

BALLOON LI-ZHI "(BIG BONUS DETERMINATION PRESENTATION) 

NORMAL LI-ZHl FAILURE, SEQUENCE CONTROL TABLE 

NORMAL LI-ZHl WINNING, SEQUENCE CONTROL TABLE __ 

OSHIKURA LI-ZHl FAILURE, SEQUENCE CONTROL TABLE 

OSHIKURA LI-ZHl WINNING, SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL U-ZHl RIGHT FAILURE, SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL LI-ZHl RIGHT WINNING 1, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL LI-ZHl RIGHT WINNING 2, SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL LI-ZHl LEFT FAILURE, SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL LI-ZHl LEFT WINNING 1, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL LI-ZHl LEFT WINNING 2, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL U-ZHl CENTER FAILURE, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL, LI-ZHl CENTER WINNING 1, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL, LI-ZHl CENTER WINNING 2, SEQUENCE CONTROL TABLE 

POWERBALL 1, LI-ZHl FAILURE, SEQUENCE CONTROL TABLE 

POWERBALL 1, LI-ZHl WINNING, SEQUENCE CONTROL TABLE 

POWERBALL 2, LI-ZHl FAILURE, SEQUENCE CONTROL TABLE 

POWERBALL 2, LI-ZHl WINNING, SEQUENCE CONTROL TABLE 

POWERBALL 3, LI-ZHl FAILURE, SEQUENCE CONTROL TABLE 

POWERBALL 3, LI-ZHl WINNING, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2, GAME, SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2, FAILURE OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2, WINNING OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME, FAILURE OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME, WINNING OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGE 3, EIGHT WINNINGS OF JACKPOT COMPLETED, SEQUENCE CONTROL TABLE 
RB STAGE 3, JACKPOT ENDED WITH PUNCTURES (FAILURES), SEQUENCE CONTROL TABLE 
RB STAGE 3, JACKPOT ENDED WITH WINNING PUNCTURES (FAILURES), SEQUENCE CONTROL TABLE 

RB TERMINATION, SEQUENCE CONTROL TABLE 

BB1, -STAGE 2, START (TERMINATION OF RB PERFORMED DURING BB), SEQUENCE CONTROL TABLE 
BB2, STAGE 2, START (TERMINATION OF RB PERFORMED DURING BB), SEQUENCE CONTROL TABLE 

COMMON TO BB1 AND BB2, STAGE 3, START 

(TERMINATION OF RB PERFORMED DURING BB),SEQUENCE CONTROL TABLE 

BB TERMINATION 1 (EIGHT WINNINGS IN RB3), SEQUENCE CONTROL TABLE 

BB TERMINATION 2 [PUNCTURES (FAILURES) IN RB 1 AND RB 2], SEQUENCE CONTROL TABLE 

BB TERMINATION 3 [PUNCTURES (FAILURES) IN RB 3], SEQUENCE CONTROL TABLE 

BB TERMINATION 4 [PUNCTURES (FAILURES) IN NORMAL GAME], SEQUENCE CONTROL TABLE 
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1 BYTE 

b7 J ALARM SOUND (ERR_SW) 

b6 RESTORATION-EFFECTivE SOUND (BGmVw) _ 

b5 PRIORITIZED SINGLE SOUND (HITSW) ^ 

b4 TERMINATION SOUND (END SW) _ 

b2 CONTINUOUS SOUND SW (END_SW) 

- b1 SETTING OF CHANNELS TO BE USED (CM TO CH4) 
bO | 

2 BYTE 

REPLAY LEVEL (0 T0 127) 

3 BYTE 

PAN-POT SETTINGS (0 TO 127) 

4 BYTE 

PHRASE NUMBER (0 TO 127) 
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POWERBALL 3 LI-ZHI FAILURE 

NO SOUND (AWAIT SOUND OUTPUT) 
650ms 

SUPER LI-ZHI ADVANCEMENT SOUND 
1 67ms 

Do! EMERGENCE SOUND OUTPUT 

1100ms 

POWER BALL STRAINING SOUND 1 

1683ms - 

POWERBALL ASCENDING SOUND 
933ms 

POWERBALL ASCENDING SOUND 

917ms 

POWERBALL ASCENDING SOUND 

367ms 

POWERBALL STRAINING SOUND MUTE 

700ms 

TARGET LOCK SOUND 
933ms 

POWERBALL THROWING SOUND 
350ms 

POWERBALL EXPLOSION SOUND 

150ms 

POWERBALL EXPLOSION SOUND 
1 67ms 

POWERBALL EXPLOSION SOUND 

1167ms 

SITTING-DOWN SOUND 
NO WAIT 

END CODE 
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POWERBALL 3 I/-ZMWINNING 


NO SOUND (AWAIT SOUND OUTPUT) 




650ms 




SUPER LI-ZHI ADVANCEMENT SOUND 




167ms 




Do! EMERGENCE SOUND OUTPUT 




1100ms 




POWER BALL STRAINING SOUND 1 




1683ms 




POWERBALL ASCENDING SOUND 




933ms 




POWERBALL ASCENDING SOUND 




917ms 




POWERBALL ASCENDING SOUND 




367ms 




POWERBALL STRAINING SOUND MUTE 




700ms 




TARGET LOCK SOUND 




933ms 




POWERBALL THROWING SOUND 




350ms 




POWERBALL EXPLOSION SOUND 




150ms 




POWERBALL EXPLOSION SOUND 




167ms 




POWERBALL EXPLOSION SOUND 




2000ms 




JUMP SOUND 




299ms 




LUCKY SOUND 




388ms 




JUMP SOUND 




567ms 




JUMP SOUND 




567ms 




JUMP SOUND 




567ms 




JUMP SOUND 




567 




JUMP SOUND 




NO WAIT 




END CODE 
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RB STAGE 3, TERMINATION OF EIGHT WINNINGS OF JACKPOT 


POWERBALL STRAINING SOUND MUTE 


NO WAIT 


POWERBALL THROWING SOUND 


233ms 


POWERBALL EXPLOSION SOUND 


NO WAIT 


POWERBALL THROWING SOUND 


500ms 


POWERBALL EXPLOSION SOUND 


2850ms 


EXPLOSION SOUND 


183ms 


EXPLOSION SOUND 


283ms 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


117ms 


EXPLOSION SOUND 


83ms 


EXPLOSION SOUND 


83ms 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


767ms 


EXPLOSION SOUND 


67ms 


EXPLOSION SOUND 


NO WAIT 


JUMP 


83ms 


EXPLOSION SOUND 


NO WAIT 


TOKEN PAYOUT 2 


467ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


2000ms 


END-WITH-PUNCTURES (FAILURE) SOUND 


625ms 


BB TERMINATION SOUND 


4669ms 


END CODE 
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RB STAGE 3, JACKPOT FAILURE WITH PUNCTURES (FAILURES) 

POWERBALL STRAINING SOUND MUTE 

NO WAIT 

DRAGON FIRE 
1367ms 
SITTING-DOWN SOUND 

1350ms 

~~~~ DRAGON FIRE 

1 500ms 

Do! RAISED TO THE SKY 

____ 100ms 

DRAGON'S LAUGHS 
2000ms 

BB TERMINATION SOUND 
4669ms 

END CODE 
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RB STAGE 3, JACKPOT WINNING ENDED WITH PUNCTURES (FAILURES) 

POWERBALL STRAINING SOUND MUTE 

NO WAIT 

POWERBALL THROWING SOUND 

233ms 

POWERBALL EXPLOSION SOUND 

NO WAIT 

POWERBALL THROWING SOUND 

500ms 

POWERBALL EXPLOSION SOUND 

2667ms 

DRAGON FIRE 

1500ms 

Do! RAISED TO THE SKY 

100ms 

DRAGON'S LAUGHS 

2000ms 

BB TERMINATION SOUND 
4669ms 

END CODE 
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SOUND OUTPUT REQUEST CONTROL CODE 



NONSD 


0 


PRESENTATION SEQUENCE CONTROL DATA, NO SOUND OUTPUT 


ENDSQ 


OFFH 


PRESENTATION SEQUENCE CONTROL DATA TERMINATION OF SEQUENCE 


REPSQ 


OFEH 


PRESENTATION SEQUENCE CONTROL DATA REPETITION OF SEQUENCE 


SDBKMAX 


3 


MAXIMUM NUMBER OF SOUND BACKUP 


SD RESET 


OEOH 


SOUND INITIALIZATION REQUEST 


SD_OFF1 


1 


[ 01 ] CH1 MUTE 


SD_OFF2 


2 


[ 02 ] CH2 MUTE 


SD_OFF3 


3 


[ 03 ] CH3 MUTE 


SD.OFF4 


4 


[ 04 ] CH4 MUTE 


SD.EROFF 


5 


[ 05 ] ANOMALOUS OPERATION ALARM SOUND, MUTE 


SD_ERR 


6 


[ 06 ] ERROR SOUND 


SD_BBHIT1 


7 


[ 07 ] BB START SOUND 1 


SD_BBHIT2 


8 


[ 08 ] BB START SOUND 2 


SD_RBHIT 


9 


[ 09 ] RB START SOUND 


SD.WLMP 


10 


[ 10 ] WINNING DETERMINATION SOUND 


SD.JACIN1 


11 


[ 11 ] JAC IN SOUND 1 


SD_JACIN2 


12 


[ 12 ] JAC IN SOUND 2 


SD_JACIN3 


13 


[ 13 ] JAC IN SOUND 3 


SD_RBBGM1 


14 


[ 14 ] RB OPERATION SOUND 1 


SD_RBBGM2 


15 


[ 15 ] RB OPERATION SOUND 2 


SD.BBBGM1 


16 


[ 16 ] BB OPERATION SOUND 1 


SD.BBBGM2 


17 


[ 17 ] BB OPERATION SOUND 2 


SD_BBBGM3 


18 


[ 18 ] BB OPERATION SOUND 3 


SD_OVER 


19 


[ 19 ] PLAY-OUT SOUND 


bU_Dt>tNL) 


on 


r 0(\ 1 RR TFRMINATION SOUND 


SD.WAIT 


21 


[ 21 ] REEL SPINNING DISABLE SOUND 


SD_P71 


22 


[ 22 ] BB OPERATION EXPECTATION SOUND 1 {LI-ZHl) 


SD_P72 


23 


[ 23 ] BB OPERATION EXPECTATION SOUND 2 


SD.PAY1 


24 


[ 24 ] TOKEN PAYOUT SOUND 1 


SD_PAY2 


25 


[ 25 ] TOKEN PAYOUT SOUND 2 


SD_JAC 


26 


[ 26 ] JACKPOT WINNER 


SD.STT1 


27 


[ 27 ] REEL SPINNING SOUND 1 


SD.STT2 


28 


[ 28 ] REEL SPINNING SOUND 2 


SD.MIN 


29 


[ 29 ] TOKEN INSERTION SOUND 
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SD_STP1 




L oU J KhhL oFiNNING o 1 UP oUUNL) 1 


SD_STP2 


31 


L 31 J REEL SPINNING STOP SOUND 2 


SD_STP3 


32 


L 32 J REEL SPINNING STOP SOUND 3 


SD_RPLY 


33 


L 33 J REPLAY SOUND 


SDJ-OGO 


34 


[ 34 ] ARUZE SOUND LOGO 


SD.RECH 


35 


[ 35 J NORMAL LI-ZHI SOUND 


SD_SPRC1 


36 


[ 36 ] SUPER LI-ZHI SOUND 1 


SD_SPRC2 


37 


[ 37 ] SUPER LI-ZHI SOUND 2 


SD_LUCK 


38 


[ 38 ] LUCKY 


SD„PSRC 


39 


[ 39 ] COMMON TO OSHIKURA LI-ZHI GAMES 


SD.PSOUT 


40 


[ 40 ] OSHIKURA LI-ZHI FAILURE SOUND 


SD.APDWN 


41 


[ 41 ] OSHIKURA LI-ZHI DROP OF APPLE 


SD.PBDO 


42 


[ 42 ] POWERBALL LI-ZHI Do! EMERGENCE SOUND 


SD_PBSV1 


43 


[ 43 ] POWERBALL STRAINING SOUND 1 


SD„PBSV2 


44 


[ 44 ] POWERBALL STRAINING SOUND 2 


SD_PBUP 


45 


[ 45 ] POWERBALL ASCENDING SOUND 


SD.PBTG 


46 


[ 46 ] POWERBALL LI-ZHI TARGET LOCK SOUND 


SD.PBTW 


47 


[ 47 ] POWERBALL THROWING SOUND 


SD.PBBM 


48 


[ 48 ] POWERBALL EXPLOSION SOUND 


SD_BLNC1 


49 


[ 49 ] BALANCING-ON-ROLLING-BALL LI-ZHI BALANCING SOUND 1 


SD.BLNC2 


50 


[ 50 ] BALANCING-ON-ROLLING-BALL LI-ZHI BALANCING SOUND 2 


SD_BLNC3 


51 


[ 51 ] BALANCING-ON-ROLLING-BALL Lf-Z/Y/BALANCING SOUND 3 


SD„BVIC1 


52 


[ 52 ] BALANCING-ON-ROLLING-BALL LI-ZHIVOICE 1 (YAHH) 


SD_BVIC2 


53 


[ 53 ] BALANCING-ON-ROLLING-BALL LI-ZHIVO\CE 2 (YOHH) 


SD_BVIC3 


54 


[ 54 ] BALANCING-ON-ROLLING-BALL L/-Z///V0ICE 3 (HAHH) 


SD_BVIG4 


55 


[ 55 ] BALANCING-ON-ROLLING-BALL LI-ZHIVOICE 4 (OOF) 


SD_BVIC5 


56 


[ 56 ] BALANCING-ON-ROLLING-BALL LI-ZHIVOICE 5 (TOORYA) 


SD_BVIC6 


57 


[ 57 ] BALANCING-ON-ROLLING-BALL LI-ZHI VOICE 6 (AUGH) 


SD_BRHT1 


58 


[ 58 ] BALANCING-ON-ROUJNG-BALL WINNING SOUND-EFFECTS 1 
(VICTORY) 


SD.BRHT2 


59 


[ 59 ] BALANCING-ON-ROUJNG-BALL WINNING SOUND-EFFECTS 2 (JUMP) 


SDJ3RHT3 


60 


[ 60 ] BALANCING-ON-ROLUNG-BALL WINNING SOUND-EFFECTS 3 
(FAR JUMP) 


SD_BRBGM 


61 


[ 61 ] BALANCING-ON-ROLLING-BALL BGM 


SD_SRING 


62 


[ 62 ] SUPER LI-ZHI ADVANCEMENT SOUND 
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SD_BLNRG 


63 


L Do J bALLOUN Ll-Z.nl b(jtM 


SD_RNBOW 


64 


L u4 J KAlNoUW HARP 


SD_PRE 


65 


L 65 J SIGN SOUND 


SD_CGET 


66 


r ftf* ~i OZ-M 1 K 1 r> /—\ l — 1 — 1 — TIKI/"* TAI/CMO r~\\ iniMA OM A 1 1 f A Al/nAT 

L 66 J SOUND OF GE 1 MNG TOKENS DURING SMALL- JACKPOT 

r^nMRTMATTHM CAMF 
UUIVlDllMA 1 IVJIm VjiMIVIlI 


en HDOCD 
oUJJKLirK 


0 / 


L D/ J UKAUUIM rlKt 


bU_D RGLH 


c o 

bo 


T CO 1 nDA^nKCC 1 Al IPUC 

L Do J UKAvjUIM o LAUUno 


SD_DODIE 


69 


L d9 J Do* KAIobD 1 U 1 rib bf\Y 


SD_CDWN5 


in 
/U 


L /U J PUNG l URb OUUN 1 UUWN 0 


SD_CDWN4 


71 


L / 1 J PUNGIURb UUUNIUUWN 4 


SD_CDWN3 


72 


[ 72 ] PUNCTURE COUNTDOWN 3 


SD_CDWN2 


73 


[ 73 ] PUNCTURE COUNTDOWN 2 


SD.CDWN1 


74 


[ 74 ] PUNCTURE COUNTDOWN 1 


SD.PRET 


75 


[ 75 ] PUNCTURE-RESTORATION SOUND 


SD.PEND 


76 


[ 76 ] PUNCTURE-END SOUND 


SD_DERC 


77 


[ 77 ] DETERMINED Z7-Z///SOUND 


SD_DESP 


78 


[ 78 ] DETERMINED U-ZHISTOP SOUND 


SD_RCVC 


79 


[ 79 ] SITTING-DOWN SOUND 


SD_LSG0 


80 


[ 80 ] SOUND FOR ENTERING DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT GAME 


SD.RKUP1 


81 


[ 81 ] SYMBOL DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 1 (BB DETERMINATION) 


SD_RKUP2 


82 


[ 82 ] SYMBOL DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 2 (RB DETERMINATION) 
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SOUND OUTPUT DATA TABLE 



1. CH1 MUTE CODE 






2. CH2 MUTE CODE 






3. CH3 MUTE CODE 






4. CH4 MUTE CODE 






5. ALARM SOUND MUTE 






6. ANOMALOUS OPERATION ALARM SOUND 






DB 


ERRSW+ 
REP + 
CH1 


SOUND TYPE: ALARM SOUND + 
CONTINUOUS SOUND + CHANNEL 
1 TO BE USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


0 


PHRASE NUMBER 


7. START SOUND 1 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


HT.SW + 
CM 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


1 


DISTINCTION BETWEEN MONO/ 
STEREO SOUND, PHRASE NUMBER 


8. START SOUND 2 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


HTTSW+ 
CM 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


70 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


2 


PHRASE NUMBER 


9. START SOUND FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


HTTSW+ 
CM 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


3 


PHRASE NUMBER 


10. WINNING DETERMINATION SOUND TYPE 






DB 


CH3 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


4 


PHRASE NUMBER 
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11. JAC 1 IN SOUND 








DB 


HIT.SW + 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 




DB 


75 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


5 


PHRASE NUMBER 




12. JAC 2 IN SOUND 








DB 


HITSW + 
CH1 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 




DB 


75 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


6 


PHRASE NUMBER 




13. JAC 3 IN SOUND 








UD 


Hrrsw+ 

CH1 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 




DB 


100 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


7 


PHRASE NUMBER 




14. START SOUND 1 FOR DEVICE FOR INCREASING 








CONTINUOUS OPERATION OF JACKPOT 






o 


DB 


BGMSW 

Emm* I W 1 V W V 

+ REP + 

cm 


SOUND TYPE: 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 


Pi 




CHANNEL 1 USED 




DB 


75 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


8 


PHRASE NUMBER 












1 5. START SOUND 2 FOR DEVICE FOR INCREASING 








CONTINUOUS OPERATION OF JACKPOT 








DB 


BGM_SW 
+ REP + 
CH1 


SOUND TYPE: 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 






CHANNEL 1 USED 




DB 


100 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


9 


PHRASE NUMBER 



FIG. 63 



1 6. START SOUND 1 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGMSW 
+ REP + 
CH1 


SOUND TYPE RESTORATION-ht-hbCTIVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 

l/\J ill «l 1 — 1 UvJl_L/ 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


10 


PHRASE NUMBER 


1 7. START SOUND 2 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGMSW 
+ REP + 

cm 


SOUND TYPE RbS 1 OKA 1 iON-kH-bC 1 IVh 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


70 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


11 


PHRASE NUMBER 


18. START SOUND 3 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM_SW 
+ REP + 

cm 


SOUND 1 YPE HbS 1 ORA 1 lON-bH-bC 1 IVb 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


12 


PHRASE NUMBER 


19. PLAY-OUT 






DB 


BGMSW 
+ REP + 

cm 


SOUND TYPE RESTORA I lON-LH-bC I IVb 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


20 


LEVEL SETTING 






KAlN rUI ot 1 IIPJU 


DB 


13 


PHRASE NUMBER 


20. TERMINATION SOUND FOR DEVICE FOR 
INCREASING CONTINUOUS OPERATION OF JACKPOT 






DB 


ENDSW 
+ CH1 


SOUND TYPE: TERMINATION 
SOUND + CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


14 


PHRASE NUMBER 



FIG. 64 



21. REEL SPINNING DISABLE SOUND 






DB 

_ — _ 


REP + 
CH2 


SOUND TYPE GENERAL + CONTINUOUS 
SOUND + CHANNEL 2 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


15 


PHRASE NUMBER 


22. SOUND 1 FOR EXPECTING WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






DB 


CH1 


SOUND TYPE: GENERAL + 
CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


68 


PHRASE NUMBER 


23. SOUND 2 FOR EXPECTING WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






DB 


CH1 


SOUND TYPE: GENERAL + 
CHANNEL 1 USED 


DB 


50 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


17 


PHRASE NUMBER 


24. GAMING TOKEN PAYOUT SOUND 1 






DB 


BGM_SW 
+ REP + 
CH2 


SOUND TYPE RESTORATION-hl-l-hC I IVb 
SOUND + CONTINUOUS SOUND + 
CHANNEL 2 USED 


DB 


70 


LEVEL SETTING 


DB 


P.FNTFR 


PAM-PHT QPTTIMP 


DB 


18 


PHRASE NUMBER 


25. GAMING TOKEN PAYOUT SOUND 2 






DB 


BGM_SW 
+ REP + 
CH2 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL 2 USED 


DB 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


19 


PHRASE NUMBER 



FIG. 65 





26. JACKPOT WINNING SOUND 










BGM_SW 


SOUND TYPE RESTORATION-EFFECTIVE 




DB 


+ REP + 
CH2 


SOUND + CONTINUOUS SOUND + 
CHANNEL 2 USED 




DB 


70 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


20 


PHRASE NUMBER 


- 


27. GAME STARTING SOUND 1 








DB 


CH2 


SOUND TYPE: GENERAL + 


* 


CHANNEL 2 USED 




DB 


70 


LEVEL SETTING 


.rues. 


DB 


0 


PAN-POT SETTING 




DB 


21 


PHRASE NUMBER 




28. GAME STARTING SOUND 2 








DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 




DB 


80 


LEVEL SETTING 




DB 


0 


PAN-POT SETTING 


Ms 


DB 


22 


PHRASE NUMBER 


f y 


29.GAME TOKEN IMSERTION SOUND 






ri 


DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 




JD 


on 

oU 


Lhv tl_ ot 1 1 lIMvj 




DB 


CENTER 


PAN-POT SETTING 




DB 


23 


PHRASE NUMBER 




30. REEL STOP SOUND 1 








DB 


CH2 


SOUND TYPE: GENERAL + 




CHANNEL 2 USED 




DB 


120 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


24 


PHRASE NUMBER 



FIG. 66 



31. REEL STOP SOUND 2 






DB 


CH2 


O /"A 1 INir\ "TV/Or. OCMCDAI _i_ 

SOUND TYPb: GtNbKAL + 


PHAMMPI 9 MQCn 


DB 


OA 


i F\/PI QPTTIMP 
LtvtL ot 1 1 1NU 


DB 


fCMTED 

GbN t bK 


dam nnT OCT — TIM 
KAN rU 1 ot 1 1 INbr 


DB 


24 


PHRASb NUMBbK 


32. REEL STOP SOUND 3 






DB 


CH2 


SOUND TYPE: GENERAL + 


UHANNtL JL UbbU 


DB 


50 


LEVEL Sb 1 1 ING 


DB 


CENTER 


PAN-PO 1 Sb 1 IING 


DB 


24 


PHRASE NUMBER 


33. REPLAY OPERATION SOUND 






DB 


CH2 


SOUND TYPE: GENERAL + 


CHANNbL 2 USbD 


DB 


40 


LEVEL SETTING 


DB 


— K I'l l \ \ 

CENTER 


dam hot cci — riMO 
PAN-PO 1 Sb 1 1 INU 


DB 


25 


PHRASE NUMBER 


34. ARUZE SOUND LOGO 






DB 


CH3 


SOUND TYPE: GENERAL + 




DR 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


26 


PHRASE NUMBER 


35. NORMAL LhZHI 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


27 


PHRASE NUMBER 



FIG. 67 



36. SUPER LI-ZHI\ 






DB 


CH3 


oUUNU I Yrt. UtIMtKAL + 




DB 


ou 


i FVFI ^FTTINfi 


DB 


ObINi 1 bK 


KAN ru 1 ot 1 I IIMvj 


DB 


28 


PHRASE NUMBER 


37. SUPER LI-ZHI1 






DB 


CH3 


SOUND TYPE: GENERAL + 


L/HANNbL o UbbU 


DB 


OA 

20 


Lb VtL bb 1 1 INLa 


DB 


Ark i 1 i| \ 

CENTER 


DAM DAT CETTTIKtr 1 


DB 


29 


PHRASE NUMBER 


38. LUCKY 






DB 


CH3 


SOUND TYPE: GENERAL + 


OHANNbL o UbtD 


DB 


35 


LEVEL SE T 1 INu 


DB 


PCMTCD 

ObN 1 bK 


DAM-DOT QPTTfMfi 


DB 


30 


PHRASE NUMBER 


39. SOUND COMMON TO "OSHIKURA LI-ZHf 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


10 


LEVEL SETTING 


no 
UD 


OFNTFR 


PAN-POT SETTING 


DB 


31 


PHRASE NUMBER 


40. FAILURE PRESENTATION SOUND TO 






" OSHIKURA LI-ZHF 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


32 


PHRASE NUMBER 



FIG. 68 



41. SOUND OF FALLING APPLE FOR 

OSHJKURA LhZHl 






DB 


BGMJ5VV + 
REP + CH4 


cni IMD TYPF- RESTORATION-EFFECTIVE 
SOUND + CHANNEL 4 USED 


DB 


m 


LEVEL SETTING 


DB 


P.FNTFR 

ULI N 1 l_l \ 


PAN-POT SETTING 


DB 


40 


PHRASE NUMBER 


42. "POWERBALL Do EMERGENCE SOUND 






DB 


CH3 


qhi IMH TVPF* f^FNFRAI + 

CHANNEL 3 USED 


DB 


on 


LEVEL SETTING 


DB 




PAN-POT SETTING 


DB 


33 


PHRASE NUMBER 


43. "POWERBALL U~ZHF STRAINING SOUND 1 






DB 


BGMSW + 
REP + CH4 


^Ol IND + CHANNEL 4 USED 


DB 




LEVEL SETTING 

L_l V 1 1 — v— J 1 — 1 1 ll» V4 


DB 




PAN-POT SETTING 


DB 


35 


PHRASE NUMBER 


44. "POWERBALL Z7-Z/y/ STRAINING SOUND 2 






DB 


CH4 


Qni IMn TYPF- GFNFRAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


34 


PHRASE NUMBER 


45. "POWERBALL U-ZHT PB ASCENDING SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


36 


PHRASE NUMBER 



FIG. 69 



a r> Kn/M»frnn Ai I / 1 ~7LJV TAD^CT 1 CSf^WC 

46. POWERBALL LI-ZHI lAKbfcl LUUIx 






DB 


CH4 


cni IMn TVPF- HFNFRAI + 

CHANNEL 4 USED 


jB 




LEVEL SETTING 

L 1— V I— I— l^. I I III V-4 


DB 




PAN-POT SETTING 

1 1 \ A t| 1 V-* 1 *»J 1 — 1 III 1 ! \_l 


DB 


37 


PHRASE NUMBER 


47. POWERBALL LI-ZHf THROWING SOUND 






DB 


CH3 


Cni IMH TVDC- PCMCD Al j_ 

oUUNU I Yrt. utlNt:r\AL + 
PHAWNFi ^ 1 ISFD 


DB 


OU 


1 FVFI ^FTTIIMO 

l_LL V L l_ OL 1 I IINVJJ 


DB 


CENTER 


PAN-POT SETTING 


DB 


38 


HUD A CC Ml Ih/IEDETD 

rHKAbb NUMbbK 


48. "POWERBALL U-ZHT EXPLOSION SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
GnANNbL o UoLU 


DB 


or 

85 


Lb VLL ob 1 i IInU 


DB 


10 


DAM r-j /-\-r OCT — TTM/^ 1 

PAN~PO 1 ob 1 1 INCa 


DB 


39 


PHRASE NUMBER 


49. "BALANCING-ON-ROLUNG-BALL U-ZHT 
OOPS SOUND 1 






DB 


CH4 


SOUND TYPE: GENERAL + 


DB 






UD 


0 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


50. "BALANCING-ON-ROLUNG-BALL U-Zhff 
OOPS SOUND 2 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 



F I G. 70 



51. "BALANCING-ON-ROLUNG-BALL UhZHT 
OOPS SOUND 3 






DB 


CH4 


SOUND TYPE- GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


127 
it./ 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


52 BALANCING-ON-ROLUNG-BALL YAHH 






DB 


CH4 


<^nt IKin TYPF- GFNFRAL + 
CHANNEL 4 USED 


DB 


on 
ou 


LEVEL SETTING 

L 1 V ^— 1 — V-*i — I * * • * 


DB 


PFNTFR 


PAN-POT SETTING 


DB 


42 


PHRASE NUMBER 


53. "BALANCING-ON-ROLUNG-BALL LhZHt YOHH 






DB 


CH4 


cn| IKin TYPF- HFNFRAi + 

CHANNEL 4 USED 

V_/ 1 i /\l <1 I « 1 — I — I WwUU 


DB 


90 


LEVEL SETTING 


DB 


PFNTFR 


PAN-POT SETTING 


DB 


43 


PHRASE NUMBER 


54 BALANCING-ON-ROLLING-BALL LhZhff HAHH 






DB 


CH4 


901IND TYPE* GENERAL + 

OVu'WlNil— / 1 111 — VJ 1 — 1 » 1 — l w M — 

CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


44 


PHRASE NUMBER 


55. 'BALANCING-ON-ROLUNG-BALL LhZHt OOF 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


45 


PHRASE NUMBER 



FIG. 71 



56. "BALj\NCING-ON-ROLUNG-BALL LhZHt 
TORYA 






DB 


CH4 


<iOUND TYPE- GENERAL + I 
CHANNEL 4 USED 


DB 




LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB . 

57 'BAU^NCING^N^LUNG^AiXZ^TAUGH 


46 


PHRA^F NUMBER 1 


Ud 


CH4 


SOUND TYPE: GbNtKAL + I 
PUAMMPI A H'sFH 1 


DB 


35 


LtvtL ot: 1 1 llMvj i 


DB 


CENTER 


MAN rU I ot I 1 IInvj i 


DB 


47 


DUDAQP Ml IMRFR 1 


58. "BALANCING-ON-ROUJNG-BALL LhZHt 
VICTORY 






DB 


CH4 


cni IMH TYPF- HFNFRAI + 1 
CHANNEL 4 USED 


DB 




LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


48 


PHRASE NUMBER 


59 'BAU\NCINGHDrH^iJJ^G-BALL LhZHt JUMP 








CH4 


SOUND TYFb: UbNfcKAL + 1 
PHANNFI 4 USED 


DB 


C 

0 


1 FVFl SETTING 1 


no 
JtS 


CENTER 


PAN-POT SETTING 


DB 


49 


PHRASE NUMBER 


60. a BALANCING-ON-ROLLING-BAL_L LhZHt FAF 
JUMP . 

DB 


I 

CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


: PAN-POT SETTING 


DB 


50 


PHRASE NUMBER | 



FIG. 72 





61. BALANCING-ON-ROLLING-BALL U-ZHT 








BALANCING-ON-ROLLING-BALL BGM 










BGMSW 


SOUND TYPE: 




DB 


■ Dcrrj j_ 
+ HtP + 

puq 


Kto I UHA 1 lUN^irrtO 1 1VL oUUInU + 
on/AJ ni nL—I— o uolu 




DB 


ZO 






DB 




DAM-DAT QPTTIMfi 




DB 


Ol 


DUDAQP MMMFtPD 
HnKAob INUIVlDtK 


- 


62. SUPER LI-ZHI ADVANCEMENT SOUND 








DB 


CH4 


SOUND TYPE: GENERAL + 


w 


CHANNEL 4 USED 




DB 


15 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


52 


PHRASE NUMBER 


ssts 


63. BALLOON LJ-ZHIBGIA 










BGM_SW 


SOUND TYPE 




DB 


+ REP + 


nroT/^ n a n am i i i i /"*"i"f\ fl — o/~^\l ik ir~\ ■ 

RESTORATlONHEhl-hCTlVE SOUND + 


pi 




Uno 


rt-iAMMPi ^ i ic.pn 




DB 


ED 


LLVLL oL t 1 INu 




DB 


PFMTFR 


PAN-POT SFTTING 




DB 


53 


nun a oc mi in <nrn 

PHRASE NUMBER 




64. RAINBOW HARP 






o 


DB 


CH3 


SOUND TYPE: GENERAL + 

PUAMMCI Q 1 IQFH 
L»nAiNl>ILL o UoLU 




DB 


4U 


LLVLL oL 1 1 IlNVj 






CENTER 


PAN-POT SETTING 




DB 


54 


PHRASE NUMBER 




65. U-ZHI DETERMINATION Do JUMP-SIDEWISE 








SOUND 








DB 


CH3 


SOUND TYPE: GENERAL + 




CHANNEL 3 USED 




DB 


15 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


55 


PHRASE NUMBER 



FIG. 73 



66. SOUND OF GETTING TOKENS DURING 






SMALL- JACKPOT COMBINATION GAMb 






DB 


CH3 


oni iKin TVDP- PPMPDAI 4- 
oUUInU I Yrt. LjCINtrCAL t 


HHANNIFI S USED 


DB 


/U 


I FVFI SFTTING 


DB 


1 01 


it /AIM rU f ol 1 1 U>l\J 


DB 


56 


PHKAob NUMdlK 


67. DRAGON FIRE 






DB 


CH3 


SOUND TYPE: GENERAL + 


PHAMMFI ^ I I^Pn 


DB 


1 in 
I III 


LtvCL ol I 1 lINvji 


DB 




PAM-PDT ^FTTTNH 


DB 


57 


r-\i ■ r— i a <-> i — k 1 1 II inrn 

PHRASE NUMBER 


68. DRAGON'S LAUGHS 






DB 


CH3 


SOUND TYPE: GENERAL + 




DB 


oU 


LbvtL ot ! 1 INLa 


DB 




P AM— DOT QFTTIMf5 


DB 


58 


PHRASE NUMBER 


69. Do RAISED TO THE SKY 








CH4 


SOUND TYPE: GENbRAL + 


DB 




DR 


25 


LEVEL SETTING 


DB 


116 


PAN-POT SETTING 


DB 


59 


PHRASE NUMBER 


70. FIVE 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


95 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


60 


PHRASE NUMBER 



FIG. 74 





71. FOUR 








DB 


CH3 


SOUND TYPE: GENERAL + 




CHANNEL 3 Ubbu 




DB 


95 


i r*\ /r~ i on — riKio 

LEVEL SET I ING 




DB 


CENTER 


PAN-POT SETTING 




DB 


61 


PHRASE NUMBER 




72. THREE 








DB 


CH3 


SOUND TYPE: GENERAL + 


- 


CHANNEL 3 USED 




DB 


85 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


62 


PHRASE NUMBER 


73. TWO 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 




DB 


85 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


63 


PHRASE NUMBER 


as 


74. ONE 






& 3 


DB 


CH3 


SOUND TYPE: GENERAL + 


fll 


CHANNEL 3 USED 




no 
Ut> 




i FVFI ^FTTINfi 

1_L. V LL OL I I 11 ^1 V_3 




DB 


CENTER 


PAN-POT SETTING 




DB 


64 


PHRASE NUMBER 




75. PUNCTURE-RESTORATION SOUND 








DB 


CH3 


SOUND TYPE: GENERAL + 




CHANNEL 3 USED 




DB 


60 


LEVEL SETTING 




DB 


CENTER 


PAN-POT SETTING 




DB 


54 


PHRASE NUMBER 



FIG. 75 



76. PUNCTURE TERMINATION SOUND (SEE YOU) 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


65 


PHRASE NUMBER 


77. DETERMINED LI-ZHI SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


66 


PHRASE NUMBER 


78. DETERMINED L/-ZHISTOP SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


50 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


79. SITTING-DOWN SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


25 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


80. LETS GO SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


69 


PHRASE NUMBER 


81. BB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


26 


PHRASE NUMBER 


82. RB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


16 


PHRASE NUMBER 



FIG. 76 



SOUND CODE 
SOUND DATA 



imtt pnnF 

llMl 1 L/UUt 




INITIALIZATION REQUEST CODE 


GMD_HLAY 


UrUn 


RFPI AY START COMMAND 


CMD.QUIT 


OEOH 


REPLAY STOP COMMAND 


CMD.LEVL 


ODOH 


DATA FOR MERGING KbPLAY LbVbL ot I I INu GUMMANLJ 


CMD_LFIL 


OCOH 


LEVEL INTERPOLAI ION obi lilMU OUMMANU 


CMD_PANP 


OBOH 


REPLAY PAN-PO 1 ob 1 1 1NU UUMMANIJ 


CMDJ_PAN 


OAOH 


PAN - PO 1 IN 1 bKHULA 1 lUlN ot 1 1 INvj L/VJmiVIAi>IIJ 


ERR_SW 


080H 


BIT DATA REPRESbN lINu ALARM oUUND 


BGM.SW 


040H 


nTT n ata ncnDCCCMTIMP 

BIT DATA RbPRbobN 1 IN(j 

Kto 1 Ur<A 1 IvJiN trrtu live ovjuiml/ 


HIT_SW 


02UH 


prr n ATA DFDDFQFMTIMr^ PRTnRm"7Fn ^IMHI F SOI INH 


END_SW 


01 OH 


DTT n AT A PFDPFQFMTIMH TFRMIMATTON SOI INn 


CLR.MEM 


008H 


TUF Ml IMPFP HF RAM nFVIPFS TO RF HI FARFD 
1 Ml INUrnDLn Ur r\/\ivl UL VIUCO 1 \J DL ULLnnLU 

WHFN TERMINATION SOUND IS GENERATED 


FII TFR 

ill— 1 E_r\ 


07FH 


DATA FOR EXTRACTING MUSIC NUMBER 


\j n_ivlAAOl \ 


003H 


DATA FOR EXTRACTING CHANNEL NUMBER USED 


on 1 


o 


CHANNEL 1 


CH2 


1 


CHANNEL 2 


CH3 


2 


CHANNEL 3 


CH4 


3 


CHANNEL 4 


CHANNELS 


4 


NUMBER OF ALL CHANNELS 


CENTER 


63 


CENTER IN ASSIGNED POSITION 


SDDT 


82 


* TOTAL NUMBER OF PIECES OF SOUND 


EXDT 


5 


* THE NUMBER OF SPECIAL COMMANDS (MUTE, etc.) 


RESUME 


5 
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Z/-Z/V/PRESENTATION SELECTION TABLE (WIN LAMP BEING ILLUMINATED) 
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Zi^Z/tf PRESENTATION 
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£jH37/PRESENTATI0N SELECTION TABLE (WIN LAMP BEING ILLUMINATED) 



C3 
US 



LhZHf SIGN PRESENTATION 



YAH-HOO SIGN 
PRESENTATION 



Z/-ZOTRESENTAT10N 



NO Zi-ZWRESENTATION 



NORMAL /7-Z/y/FAILURE 
PRESENTATION 



OSHIKURA ZY-Z^/FAILURE 
PRESEJ_TTAT10N 

o$HikuRA Tj^zHnmimh 

(PRESENTATION 



POWERBALL 1 U-ZHI 

POWE^RBALL 1 LhZhi ™" 
WINING PRESENTATION 



powerball 2 u-zhi 
failure presentation 
pov^rbalL 2 lTzhT 
winning presentation 



POWERBALL 3 U-ZHI 
F^LU^PRESENTATION 
POV^RBALl b U-ZHI 
WINNING PRESENTATION 



BALANCING-ON-ROLLING- 
BALL RIGHT Z^-Z/tf FAILURE 
PRESENTATION _ 
BAL^CINC>^^ " 
BALL RIGHT Z7-ZMWINNING 

1 PRESENTATION 

BALL RIGHT L^Z/y/WINNING 

2 PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL LEFT Lf-ZM FAILURE 
PRESENTATION _____ 
BAL^CINi^"^ 
BALL LEFT //-ZV/WINNING 1 
PRESENTATION 
BAU^CIN^^^ 
BALL LEFT Z/-Z/WINNING 2| 
PRESENTATION 



BALANCING-ON-ROLLING- 
BALL CENTER U~ZHI 
FAILURE PRESENTATION 
BAL^CIN^^ 
BALL CENTER U-ZHI 
WINNING 1 PRESENTATION 
BALANCIN^^ 
BALL CENTER U-ZHI 
WINNING 2 PRESENTATION 



BAROON LhZHi&OmS DETERMINATION) 



y>Z/tf PRESENTATION SELECTION TABLE 



00 



11 



12 



13 



14 



15 



32112 



13762 



16 



17 



65535 



FIG.92 



BBRECHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN BB GENERATION PRESENTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPLING VALUE 


7 


19660 


Do 


26214 


CAKE 


9831 


COOKE 


9830 
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RBRECHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN RB GENERATION PRESENTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPLING VALUE 


BAR 
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Do 


9830 
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26215 


COOKE 


26214 
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MSRECCHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN /J-ZMFAILURE PRESENTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPLING VALUE 
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3276 


BAR 


6553 


Do 


9830 


CAKE 


22938 


COOKE 


22938 
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SYMBOL DISPLAYED ON CENTER REEL WHEN BALANCING-ON-ROLUNG-BALL U-ZHIHAS FAILED 



TENP'AIS SYMBOL 


CENTER DISPLAYED SYMBOL 


7 DISPLAYED ON EITHER SDE REEL 


SYMBOL DISPLAYED IN CENTER = BAR 


BAR DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = Do 


Do DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = E 


CAKE DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = COOKIE 


COOKE DISPLAYED ON EITHER SDE REEL 


SYMBOL DISPLAYED IN CENTER = 7 
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SAMPLED VALUE 


WINNING 
DEFINITION DATA 


GAME-STARTING 
SOUND 


BLINKING PATTERN AFTE8 
STOPPING ALL REELS 


FLASH DATA TABLE 9 DIAMOND DURING INTERNAL ELECTION OF BB OR RB 


0 2 8 


NO 


STARTING SOUND 1 | 4 


0 2 2 


NO 


STARTING SpUND 1 


5 


0 5 0. 


YES 


STARTING SOUND 1 


7 


1 5 6 


NO 


STARTING SOUND 2 


NO 


FLASH DATA TABLE 0 MISS IN NORMAL GAME 


2 2 5 


NO 


STARTING SOUND 1 


NO 


0 0 t 


NO 


STARTING SOUND 1 


5 J 


0 13 


NO 


STARTING SOUND 2 


NO 


0 1 3 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


2 


0 0 1 


NO 


STARTING SOUND 2 


3 


0 0 1 


NO 


STARTING SOUND 2 


5 


0 0 1 


NO 


STARTING SOUND 2 


NO 


FLASH DATA TABLE 1 | GROUP 1 IN NORMAL GAME 


1 6 3 


NO 


STARTING SOUND 1 


NO 


0 0 6 


NO 


STARTING SOUND 1 


2 


0 0 3 


NO 


STARTING SOUND 1 


3 


0 4 1 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


7 


0 2 6 


NO 


STARTING SOUND 2 


NO 


0 0 2 


NO 


STARTING SOUND 2 


6 


0 1 0 


NO 


STARTING SOUND 2 


NO 


0 0 4 


NO 


STARTING SOUND 2 


2 
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SAMPLED VALUE 


WINNING 
DEFINITION DATA 


GAME-STARTING 
SOUND 


BLINKING PATTERN AFTER 
STOPPING ALL REELS 1 


FLASH DATA TABLE 


2 


DG IN NORMAL GAME j 


1 8 8 




NO 


STARTING SOUND 1 


NO 1 


0 1 0 


NO 


STARTING SOUND 1 


i j 


0 0 2 


NO 


STARTING SOUND 1 


6 I 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 13 


NO 


STARTING SOUND 2 


NO 


0 3 6 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


2 1 


0 0 4 


NO 


STARTING SOUND 2 


6 I 


FLASH DATA TABLE ! 


J 


DIAMOND IN NORMAL GAME 






1 1 3 


NO 


STARTING SOUND 1 


NO I 


0 0 2 


NO 


STARTING SOUND 1 


4 1 


0 0 1 


NO 


STARTING SOUND 1 


5 j. 


0 0 2 


NO 


STARTING SOUND 2 


NO 1 


0 1 8 


NO 


STARTING SOUND 2 


4 j 


1 2 0 


NO 


STARTING SOUND 2 


NO 




FLASH DATA TABLE. 4 


REPLAY IN NORMAL GAME 






1 9 6 


NO 


STARTING SOUND 1 


NO 




0 1 0 


NO 


STARTING SOUND 1 


i 




0 0 2 


NO 


STARTING SOUND 1 


6 




0 2 2 


NO 


STARTING SOUND 2 


NO 




0 2 2 


NO 


STARTING SOUND 2 


NO 




0 0 1 


NO 


STARTING SOUND 2 


NO 




0 0 1 


NO 


STARTING SOUND 2 


NO 




0 0 7 


NO 


STARTING SOUND 2 


2 




0 0 1 


NO 


STARTING SOUND 2 


6 
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SAMPLED VALUE 


WINNING 
DEFINITION DATA 


GAME-STARTING 
SOUND 


BLINKING PATTERN AFTER 
STOPPING ALL REELS 1 


FLASH DATA TABLE 5 BB.RB IN NORMAL! GAME j 


1 1 4 


NO 


STARTING SOUND 1 


NO 1 


0 0 1 


. NO 


STARTING SOUND 1 


4 1 


0 0 1 


YES 


STARTING SOUND 1 


7 j 


0 0 1 


YES 


STARTING SOUND 2 


8 j 


0 0 9 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


7 j 


0 2 0 


NO 


STARTING SOUND 2 


NO 


0 0 5 


NO 


STARTING SOUND 2 


2 J 


0 2 0 


NO 


STARTING SOUND 2 


NO 


0 0 2 


. NO 


STARTING SOUND 2 


2 j 


0 0 4 


YES 


STARTING SOUND 2 


6 j 


0 2 6 


NO 


STARTING SOUND 2 


NO j 


0 0 4 


NO 


STARTING SOUND 2 


3 1 


0 4 5 


NO 


STARTING SOUND 2 


NO 


0 0 3 


NO 


STARTING SOUND 2 


5 j 


FLASH DATA TABLE 6 MISS DURING INTERNAL ELECTION OF BB OR RB I 


1 5 4 


NO 


STARTING SOUND 1 


NO 


0 0 6 


NO 


STARTING SOUND 1 


5 j 


0 0 6 


YES 


STARTING SOUND 1 


3 J 


0 1 1 


YES 


STARTING SOUND 2 


4 1 


0 1 2 


YES 


STARTING SOUND 2 


5 j 


0 0 5 


NO 


STARTING SOUND 2 


2 j 


0 3 5 


NO 


STARTING SOUND 2 


3 j 


0 2 7 


NO 


STARTING SOUND 2 


5 
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SAMPLED VALUE . 


WINNING 
DEFINITION DATA 


GAME-STARTING 
SOUND 


BLINKING PATTERN AFTER 
STOPPING ALL REELS 


FLASH DATA TABLE 7 GROUP 1 DURING INTERNAL ELECTION OF BB OR RB 


0 2 7 


NO 


STARTING SOUND 1 


NO 


0 2 8 


NO 


STARTING SOUND 1 


2 


0 4 2 


NO 


STARTING SOUND 1 


3 


0 0 3 


YES 


STARTING SOUND 1 


8 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 2 1 


NO 


STARTING SOUND 2 


7 


0 3 8 


NO 


STARTING SOUND 2 


NO 


0 0 6 


NO 


STARTING SOUND 2 


6 


0 8 5 


NO 


STARTING SOUND 2 


NO 


0 0 5 


NO 


STARTING SOUND 2 


2 


FLASH DATA TABLE 8 DG, REPLAY DURING INTERNAL ELECTION OF BB OR RB 


0 7 9 


NO 


STARTING SOUND 1 


NO 


0 2 1 


NO 


STARTING SOUND 1 


l 


0 1 4 


YES 


STARTING SOUND 1 


5 


0 1 4 


NO 


STARTING SOUND 1 


6 


0 2 3 


NO 


STARTING SOUND 2 


NO 


0 2 0 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 19 


NO 


STARTING SOUND 2 


6 


0 3 6 


NO 


STARTING SOUND 2 


NO 


0 0 4 


NO 


STARTING SOUND 2 


2 


0 2 5 


YES 


STARTING SOUND 2 


7 
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RECEIVE INTERRUPTION 
PROCESSING 



IMPORT RECEIVED DATA FROM COMMAND 
RECEIVING PORTS COMHMAP AND COMLMAP 



IMPORT STROBE SIGNAL FROM 
INPUT PORT [0] AND INMAP 0 



ALLOW MULTIPLE INTERRUPTS 
(TIMER INTERRUPT) 



< 



A01-1 



•A01-2 



A01-3 



DETERMINE WHETHER OR NOT 
STROBE SIGNAL IS INVAUD 



> 



A01-4 
YES 





NO 


CHECK RECEIVE SEQUENCE 
MANAGEMENT DATA RXPHASE 




AO!-' 



A0 1_5 



DETERMINE WHETHER RECEIVED \YES 
SEQUENCE IS FIRST OR SECOND 



NO 



COMPARE FIRST BYTE OF RECEIVED 
DATA WITH MAXIMUM VALUE MCMD.MAX OF 
COMMAND CODE OUTPUT FROM MAIN CPU 101 



< 



A01_7 



DETERMINE WHETHER OR NOT RECEIVED 
DATA FALL WITHIN RANGE OF 1 
TO MCMD MAX (WHERE 0 IS INVALID) 




NO 



SET ONE FOR RECEIVE SEQUENCE 
MANAGEMENT DATA RX.PHASE 
(COMPLETION OF FIRST SEQUENCE) 



,A01_9 



SAVE RECEIVED COMMAND IN RECEIVED-COMMAND 

HIGHER BYTE AREA RCVCMDH AND IN 
RECEIVED-COMMAND LOWER BYTE AREA RCVCMDL 






A01-10 



COMPUTE BCC VALUE AND 
SAVE THE COMPUTED VALUE 



SET TIMEOUT VALUE RX TOUT IN RECEIVED 
SEQUENCE TO RECEIVE-TIMEOUT 
MEASUREMENT TIMER RX TIMER 




A0 1.11 



.A01-12 
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CLEAR RECEIVE SEQUENCE 
MANAGEMENT DATA AREA RX PHASE 



A0J.13 



CHECK CURRENT RECEIVE TIMEOUT 
MEASUREMENT TIME RX TIMER AND COMPARE THE 
TIME WITH RECEIVE INTERVAL TIMER RX.NTIM 



< 



< 



CLEAR RECEIVE TIMEOUT MEASUREMENT 
TIMER RX TIMER 



< 



A(M_/f4 



A01_15 



DETERMINE WHETHER OR NOT 
RECEIVE INTERVAL IS NORMAL 



A01-I6 
NO 



YES 



COMPUTE BCC OF RECEIVED COMMAND, 
AND COMPARE COMPUTED 
BCC WITH RECEIVED BCC 



< 



A01.17 



DETERMINE WHETHER OR NOT 
MATCH EXISTS BETWEEN COMPUTED 
BCC AND RECEIVED BCC 



YES 




CLEAR RECEIVE ERROR 
COUNTER RERR CNT 



UPDATE GAMING STATUS FLAG 
GAMEST IN ACCORDANCE WITH 
GAMING STATUS INFORMATION 



.AO l_ 19 



A01.20 



CHECK RECEIVED-COMMAND 
HIGHER BYTE RCVCMDH 



A0<_2t 
A0L.22 



DETERMINE WHETHER OR NOT COMMAND 
RECEIVED THIS TIME IS PRESENTATION 
INITIALIZATION REQUEST (01 H) 



YES 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



DETERMINE WHETHER OR NOT INITIALIZATION 
COMMAND REJECT STATUS IS ON 
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(1) SET TO ON PRESENTATION INITIALIZATION 
INSTRUCTION FLAG OF PRESENTATION STATUS 

FLAG PRDC STS, AND (2) SET TO ON 
INITIALIZATION COMMAND REJECT STATUS FLAG 




S 
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FIG.181B 




CLEAR INITIALIZATION COMMAND 
REJECT STATUS FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



-A0 1_26 



COMPARE COMMAND RECEIVED THIS 
TIME WITH FINAL RECEIVE COMMAND 
AREA LST RCMD 



A01.27 



•A01.28 



DETERMINE WHETHER OR NOT IDENTICAL 
COMMAND HAS BEEN RECEIVED 
(RETRANSMITTED) 



NO 




DETERMINE WHETHER OR NOT COMMAND 

RECEIVED THIS TIME IS SOUND 
PRESENTATION INSTRUCTION COMMAND 





NO 


SAVE COMMAND 
TIME INTO LJ 
FINALLY-RECEP 


' RECEIVED THIS 
5T RCMD AS 
✓ED COMMAND 




A01-30 
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|| RECEIVED COMMAND STORAGE PROCESSING ||^ A0 1_31 








| UPDATE ERROR COUNTER RERR.CNT |~ A01 " 32 


^AO 







SET MAIN-CPU-I 
TIMER MDWN TIM T( 
MONITOR TIM 


DOWN MONITOR 
D MAIN-CPU-DOWN 
ER M WATCH 






£ RETURN FROM INTERRUPT PROCESSING } 
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f TIMER INTERRUPT PROCESSING J 



ALLOW MULTIPLE INTERRUPTS 



Y 



A 02_1 



UPDATE RANDOM NUMBER SELRAND 
FOR SELECTING PRESENTATION 



Y 



A02-2 



CHECK PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR_TIMER 



•A02_3 



A02-4 




DETERMINE WHETHER OR NOT 
PRESENTATION SEQUENCE ADJUSTMENT 
TIMER ASSUMES A VALUE OF 0 




YES 



NO 



SUBTRACT ONE FROM TIMER VALUE 
OF PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR TIMER 



A02-5 



E 



CHECK RECEIVE TIME ADJUSTMENT 
TIMER RX TIMER 



A02_6 



A02_7 



DETERMINE WHETHER OR NOT RECEIVE 
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TRANSMISSION DATA SETS 



< 



DETERMINE WHETHER OR NOT TRANSMISSION 
COUNTER TXDATCNT ASSUMES A VALUE OF 0 



YES 



SET 0 IN TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 
(STOP TRANSMISSION) 



A04_2 




A04-4 



SET COMMAND-TRANSMISSION INTERVAL 
TX INTVAL TO TRANSMISSION MANAGEMENT 

TIMER TX TIMER 




RET 



A04-5 



FIG. 1 88 



( PRESENTATION RETURN CHECK PROCESSING ) 

II PRESENTATION STATUS RESET PROCESSING ||_BQ1- 



(1) CLEAR PRESENTATION- 
INITIALIZATION/EXECUTION/INSTRUCTION 
FLAG OF PRESENTATION STATUS FLAG 
PRDC STS, AND (2) SET TO ON INITIAUZATION- 
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INTERVAL TX INTVAL (10 ms) FOR 
IMAGE CONTROL CPU 



B01-3 



SET RECEIVE ERROR COUNTER 
REER CNT TO REGISTER 



ALLOW INTERRUPTS 



WATCHDOG RESET PROCESSING 



.B0 1-4 

J— B01-5 
]~ B01_6 



CHECK BACKUP DATA CHECK 
CODE BKCKDAT 



< 



I 



DETERMINE WHETHER OR NOT BACKUP IS 
PERFORMED NORMALLY 



c 



NO 



B01-7 
B01-8 
YES 



PROCESSING TO BE PERFORMED WHEN 
PRESENTATION IS NOT RETURNED 



5 



SOUND RESET PROCESSING 



B01-9 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



< 



DETERMINE WHETHER OR NOT COMMAND 
ANALYSIS IS IN PROGRESS 
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VALUE FOR DATA 2 PERTAINING TO 
SYMBOL DISPLAYED ON LIQUID CRYSTAL 
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REQUEST CODE, ADDRESS DATA CONCERNING 
SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER BACKUP SQPTRBK 








< 



C03-13 



C03.14 



DETERMINE WHETHER OR NOT 
SOUND IS GENERATED 



> 



NO 



YES 



SET, TO REGISTER AS SOUND CONTROL 
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DETERMINE WHETHER INTERNALLY- 
N0TIF1ED-STATUS REEL SCREEN IS 
CURRENTLY DISPLAYED 



YES 



-D07_H 



D07.15 



J—D07-16 
D07.17 




SELECT REEL SC 
STOP COMMAND (08 
NOTIRED-STATU 


JREEN TYPE BY 

ih) ON INTERNALLY- 

S REEL SCREEN 




CLEAR F 
(NO LHZH/Pf 


REGISTER 
ESENTATION) 



D07_18 



D07.19 



SET SELECTED REEL SCREEN TYPE TO FIRST 
BYTE OF TRANSMISSION-COMMAND-EDITION 
BUFFER TXBUFWK, AND SET REGISTER DATA 
(CONCERNING TYPE OF A/-Z///PRESENTATION) 
TO SECOND BYTE OF THE SAME 



SET STATIONARY DISPLAYED-SYMBOL 
DATA 1STP PIC1 TO TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



SET STATIONARY DISPLAYED-SYMBOL 
DATA 2STP PIC2 TO TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



CHECK REEL STOP COUNTER STOPCTR 



007-20 



D07.21 



D07_22 



D07_23 




FIG.209 



< 




DETERMINE WHETHER OR NOT 
CURRENT STOP OPERATION IS FIRST 



YES 



D07_24 
NO 



SET, TO OFF, A/-ZMPRESENTATION 
STATUS FLAG OF PRESENTATION STATUS 
FLAG PRDC STS (i.e. t SELECT 
NONPRESENf ATION OF LI-ZHh 



D07_26 




D07.25 



< 



2 r 



DETERMINE WHETHER OR NOT 
CURRENT STOP OPERATION IS SECOND 



YES 



> 



NO 



CHECK REGISTER 



NO 



< 



D07_27 



DETERMINE WHETHER OR NOT 
THERE IS ZY-Z///PRESENTATION 



X 




D07.28 



YES 



CHECK LhZHI\ 
TYPE RE 


PRESENTATION 
CHCLS 






COMPUTE ADDRESS OF SEQUENCE CONTROL 
TABLE MATCHING TYPE OF LhZHI 



D07.29 



D07_30 



SET COMPUTED ADDRESS IN SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 
AND SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER BACKUP SQPTRBK 



CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 



DOT. 31 



D 07_32 



SET, TO ON, PRESENTATION STATUS FLAG 
OF PRESENTATION STATUS FLAG PRDC STS 
(PRESENTATION OF LhZHI \S IN PROGRESS) 
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CHECK DISPLAYED-SYMBOL 
UPGRADE FLAG RNKUP_FLG 



< 



DETERMINE WHETHER OR NOT THERE IS 
DISPLAYED-SYMBOL UPGRADE PRESENTATION 




D07-34 
D07.35 
NO 



YES 



SET DISPLAYED-SYMBOL-UPGRADE- 
DETERM1NATI0N-S0UND (BB or RB) 
DETERMINATION SOUND OUTPUT CODE SD.RKUP 



■D07_36 



SOUND PROCESSING 



D07.37 



SET, TO OFF, PRESENTATION STATUS FLAG 
OF PRESENTATION-STATUS FLAG PRDC STS 
(PRESENTATION OF LhZHIXS NOT PERFORMED) 



D07_38 



(1) SET, TO ON, SEQUENCE-CONTROL-BEING- 
PERFORMED FLAG OF PRESENTATION STATUS 
FLAG PRDC STS, (2) SET I/-Z/y/ : BEING-PRESENTED 
FLAG TO'ON/OFF ACCORDING TO RESULT OF 
SELECTION, AND (3) SET TRANSMISSION- 
COMMAND-TRANSMITTED FLAG TO ONE 



DOT. 39 



(ret jump) 
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C 



WINNING (ALL-REEL-STOP) 
COMMAND PROCESSING 



ANALYZE DATA STORED IN REGISTER 



< 



DETERMINE WHETHER OR NOT 
BONUS WINNING HAS ARISEN 



YES 



BONUS WINNING PROCESSING 




CHECK GENERATED FLAG WAVEBIT 



D08-4 



CHANGE INTER-BONUS-FLAG CHECK DATA 
FPLY CHK ACCORDING TO DETAILS 
OF GENERATION TYPES WAVEBIT 




DETERMINE WHETHER OR NOT DATA 
CONCERNING GENERATED SMALL- JACKPOT 
COMBINATIONS ARE STORED IN REGISTER 




NO 



DETERMINE WHETHER OR NOT THERE 
ARE DATA CONCERNING GENERATION 
OTHER THAN BONUS 



YES 



SET DROPPED FLAG DROP.FLAG 




CHECK GAME STATUS FLAG GAMEST 



< 



DETERMINE WHETHER OR NOT 
BB GAME IS IN PROGRESS 



DO 8. 9 

D08_ IO 
NO 





YES 


PROCESSING PERTAINING 
TO WINNING DURING BB GAME 
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D08_11 



(ret jump) 
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W08.M 



CHECK REEL-SCREEN-TYPE OF 
PRESENTATION STATUS FLAG PRDC STS 



< 



DETERMINE WHETHER OR NOT 
NORMAL REEL SCREEN IS DISPLAYED 



YES 



D08_12 
D08-13 
NO 



SET SMALL-JACKPOT WINNING PRESENTATION COMMAND 

(09h) ON NORMAL REEL SCREEN IN FIRST BYTE OF 
TRANSMISSION-COMMAND- EDITION BUFFER TXBUFWK, AND 
SET SMALL- JACKPOT WINNING PRESENTATION 
INSTRUCTION INTO SECOND BYTE OF THE SAME 



D08-14 



f 



SET SMALL-JACKPOT WINING PRESENTATION COMMAND 
(OAh) ON INTERNALLY-NOTIFIED- STATUS REEL SCREEN IN 
FIRST BYTE OF TRANSMISSION-COMMAND-EDITION BUFFER 
TXBUFWK AND SET SMALL-JACKPOT WINNING PRESENTATION 
INSTRUCTION INTO SECOND BYTE OF THE SAME 



D08-15 



SET STATIONARY DISPLAYED-SYMBOL DATA 1STP PIC1 IN 
THIRD AND FOURTH BYTES OF TRANSMISSION-COMMAND- 
EDITION BUFFER TXBUFWK 



D08-16 



UPDATE DISPLAYED-SYMBOL DATA 1 DSP PIC1 



D08_17 



SET STATIONARY DISPLAYED-SYMBOL DATA 2STP PIC2 IN 
THIRD AND FOURTH BYTES OF TRANSMISSION-COMMAND- 
EDITION BUFFER TXBUFWK 



.D08-18 



UPDATE DISPLAYED-SYMBOL DATA 2 DSP.PIC2 



CHECK PRESENTATION STATUS FLAG PRDC STS 



< 



D08-19 

D08-20 
D08_2! 



DETERMINE WHETHER TO PERFORM Z7-Z///PRESENTATI0N 


VYES 




NO 


D08_22 


DETERMINE WHETHER TO PERFORM Z7-Z///WINNING 
^ PRESENTATION 


\ N 0 , 




YES 




TAKE PRESENTATION STATUS FLAG PRDC STS AS 
INTERNALLY-NOTIFIED-STATUS REEL SCREEN 


-~D08_23 
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SET TO ON, TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION 
STATUS FLAG PRDCSTS 



D08-24 



j CHECK DATA STORED IN REGISTER 



< 



J 

DETERMINE WHETHER OR 
NOT WINNING HAS ARISEN 



> 



D08_25 
D08-26 
NO 



1 



YES Q RET JUMP) 

CHECK DROPPED FLAG DROP_FLG ^ D0 8_27 



< 

< 



DETERMINE WHETHER OR 
NOT FLAG HAS BEEN DROPPED 



NO 



DETERMINE WHETHER OR NOT 
REPLAY-WINNING HAS ARISEN 



DOS- 2 8 ~j 

JQ ( RET JUMP ) 



YES 



SET REPLAY GAME SOUND GENERATION 
CODE SD RPLY IN REGISTER 



D08.29 
D08-30 




DETERMINE WHETHER OR NOT THE 
WINNING INVOLVES PAYOUT OF 15 
GAMING TOKENS (PAYOUT SOUND 2) 



,D 08-31 
YES 



NO 



D08-32 



SELECT TOKEN PAYOUT SOUND 1 
CODE SD.PAY1 



D08.33 



SELECT TOKEN PAYOUT SOUND 2 
CODE SD PAY2 



SET SELECTED PAYOUT SOUND 
INTO REGISTER AND INTO SOUND 
BACKUP AREA 2 SND BAK+1 



D 08_34 



SOUND CONTROL PROCESSING 1 1^ D08-35 



C 



RET JUMP 
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JACKPOT WINNING COMMAND PROCESSING 



CHECK MEMORY CONTENTS OF REGISTER 



SET JACKPOT WINNING PRESENTATION COMMAND 
(OEh) IN FIRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



D09-1 



D09_2 



CHECK BONUS STAGE BNS STGN, AND SET RB 
STAGE NUMBER IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



NO 



< 



DETERMINE WHETHER OR NOT 
RB IS IN STAGE 3 



YES 



y 



J) 09 -3 
D09_4 



SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS OF RB STAGE 3 



< 



DETERMINE WHETHER OR NOT JACKPOT 
WINNING IS FINAL (La, EIGHTH WINNING) 




YES 



SELECT SEQUENCE-CONTROL-TABLE ADDRESS 
FOR FINAL JACKPOT WINNING (EIGHTH WINNING) 



-D09_7 



< 



CHECK NUMBEF 
RB GAMES 


I OF POSSIBLE 
JACGAME 




DETERMINE WHETHE 
GAME IS FINAL 


:R OR NOT CURRENT 
RB BONUS GAME 



s 



D09-8 

D09_9 
NO 





YES 


SELECT SEQUENCE-CONTROL-TABLE ADDRESS FOR 
FINAL RB GAME MATCHING WINNING CONDITIONS 


— — — • 
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SET NUMBER OF JA< 
THIRD BYTE OF 1 
COMMAND-EDITION 


DKPOT WINNINGS IN 
RANSMISSION- 
BUFFER TXBUFWK 



D09_10 



D09_1 1 



FIG 
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SET TRANSMISSION-COMMAND-EDITED FLAG 
OF PRESENTATION STATUS FLAG PRDCSTS 







< 



DETERMINE WHETHER OR NOT 
JACKPOT WINNING HAS ARISEN 



YES 



SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS FOR JACKPOT WINNING 



SET JACKPOT WINNING SOUND 
CODE SD JAC IN REGISTER 



D09-12 




D 09_14 



D09-15 



SOUND CONTROL PROCESSING 



D09J6 



SET SELECTED SEQUENCE-CONTROL-TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABLE- 
ACCESS POINTER BACKUP SQPTRBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 



D09-17 



CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 



D09-18 



SET, TO ON, SEQUENCE-CONTROL-IN- 
PROGRESS FLAG OF PRESENTATION 
STATUS FLAG PRDC.STS 



•D09-19 



C 



RET JUMP 
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PAYOUT COMPLETION COMMAND PROCESSING 



< 



CLEAR SOUND BACKUP AREA 2 SNDBAK+1 



SET TOKEN PAYOUT SOUND MUTE 
CODE SD OFF 2 IN REGISTER 



D10-2 



SOUND CONTROL PROCESSING 



D10.3 



CHECK BONUS SOUND BACKUP AREA BSND BK 



DETERMINE WHETHER OR NOT GENERATION OF 
BONUS SOUND (START SOUND) IS REQUESTED 



D10-4 

D10-5 
NO 



YES 



SET IN REGISTER START SOUND CODE 
SET MATCHING THE KIND OF BONUS 



C 



1 



RET JUMP 



D10-6 



SOUND CONTROL PROCESSING 



D10_7 



SET BONUS OPERATION SOUND CODE 
SD BBBGM IN SOUND BACKUP AREA 1SND_BAK 



D10-8 



SOUND CONTROL PROCESSING 



D10_9 



CLEAR START SOUND CODE FOR 
BONUS SOUND BACKUP AREA BSND BK 



DIO-10 
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PROCESSING PERTAINING TO INSTRUCTION 
COMMAND FOR CHANGING STATUS OF BONUS GAME 



CHECK DATA STORED IN REGISTER 



D11-1 



SET BONUS-STAGE-DISPLAY INSTRUCTION 
COMMAND (OCh) IN FIRST BYTE TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 



< 



D11-2 



DETERMINE WHETHER OR NOT 
END CODE OF BB IS PRESENT 




YES 



CLEAR BONUS STAGE BNS.STGN j^-DH-4 



SELECT CORRESPONDING ADDRESS OF 
SEQUENCE CONTROL TABLE ACCORDING 
TO MEMORY CONTENTS OF REGISTER 



D11-5 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



D1I_6 



SET BONUS-STAGE TYPE IN SECOND 
BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



D11-7 



SET SELECTED SEQUENCE CONTROL TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER BACKUP SQPTRBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 



D11-8 







CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PRTIMER 







D11-9 



(1) SET, TO ON, TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION STATUS FLAG 
PRDC STS, AND (2) SET, TO ON, SEQUENCE- 
CONTROL-IN-PROGRESS FLAG OF THE SAME 




D11.10 
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SET BONUS OPERATION SOUND 
MUTE CODE SD OFF1 



011-11 



II 



I 



SOUND CONTROL PROCESSING 



]]~D11_ 



42 



SELECT SOUND CODE ACCORDING TO 
MEMORY CONTENTS OF REGISTER 



SET SELECTED SOUND CODE IN 
SOUND BACKUP SND BAK+1 



011-13 



011-14 




DETERMINE WHETHER OR NOT BONUS 
OPERATION SOUND IS GENERATED 




YES 



DETERMINE WHETHER OR NOT SELECTED 
SOUND CODE IS SET IN REGISTER 



011-16 



|| SOUND CONTROL PROCESSING || ~D11-17 



(S 



RET JUMP 
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D11-18 



STATIONARY DISPLAYED-SYMBOL DATA 1STP_PIC1 
STATIONARY DISPLAYED-SYMBOL DATA 2STP.PIC2 
DISPLAYED-SYMBOL DATA 1DSP PIC1 
DISPLAYED-SYMBOL DATA 2DSP_PIC2 



(ret jump) 
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OPERATION COMMAND PROCESSING 
AT THE END OF BB 



< 








CHECK SOUND BACKUP AREA SND.BAK [ 







DETERMINE WHETHER OR NOT PAYOUT 
SOUND HAS BEEN GENERATED 



D12_2 
NO 



YES 



CLEAR SOUND BACKUP AREA SND BAK 



D12.3 



SET TOKEN PAYOUT SOUND 
MUTE CODE SD OFF2 



~D12_4 



| SOUND CONTROL PROCESSING ||— D12.5 



CHECK MEMORY CONTENTS OF REGISTER 



DJ2.6 



DETERMINE WHETHER OR NOT SETTLEMENT 
OPERATION IS INSTRUCTED 



YES 



SET TOKEN PAYOUT SOUND 1 SD PAY1 
TO SOUND BACKUP AREA 2 SND BAK+1 
AND TO REGISTER 




D12.8 



1 1 SOUND CONTROL PROCESSING }| ~ D 12 " 9 



( RET JUMP) 
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DETERMINE WHETHER OR NOT 
PAYOUT IS INSTRUCTED? 




D 42-10 





YES 






CHECK PRESENTATION STATUS 
FLAG PRDCSTS 


~D42_11 






/D 12.12 



DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
(END OF BB IS BEING PRESENTED) 



.YES 



NO 



SET PAYOUT SOUND CODE SD OVER TO 
REGISTER AND SOUND BACKUP AREA 1 SND.BAK 



1 

Cret jump) 



D12.13 



SOUND CONTROL PROCESSING 



JJ-D12J4 



( 



RET JUMP 



1 



CHECK SOUND BACKUP AREA 1 SND BAK 



< 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND IS BEING GENERATED 



> 



-D12-15 

D12.16 
NO 



YES 



1 



CLEAR SOUND BACKUP AREA 1 SND.BAK 



( RET JUMP) 



SET SOUND MUTE CODE SD OFF IN REGISTER 



-D12.17 
-D 12.18 



SOUND CONTROL PROCESSING 



J— D12- 
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Cret jump) 
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( ERROR PRESENTATION COMMAND PROCESSING ) 



| CHECK DATA STORED IN REGISTER ""} - 



< 



DETERMINE WHETHER OR NOT ERROR 
STATUS HAS BEEN CANCELED 



D13-1 

D13-2 
YES 



NO 



SET ERROR-SCREEN-DISPLAY COMMAND 02h) 
INERROR-SCREEN-DISPUKY-COMMAND-DEDICATED 

BUFFERACCORDING TO MEMORY CONTENTS OF REGISTER 



D13-3 



SET ERROR TYPE IN SECOND BYTE OF ERROR-SCREEN- 
DISPLAY-COMMAND-DEDICATED BUFFER TXERRWK 
ACCORDING TO MEMORY CONTENTS OF REGISTER 



~D13_4 



SET ERROR SOUND CODE SD.EER IN REGISTER 
AND SOUND BACKUP AREA 1 SND.BAK 



r 



D13_5 



SET PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 

TIMER PR TIMER IN PRESENTATION-SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER BACKUP PRSQTBK 



DI3-6 



CLEAR PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR.TIMER 



Ld13_1 



ENABLE INTERRUPTS 



D13-8 



£ 



CLEAR SOUND BACKUP AREA 1 SND.BAK 



"l~D13_! 



CLEAR ERROR-STATUS FLAG OF 
GAME STATUS FLAG GAMEST 



SET ERROR SOUND MUTE CODE 
SD EROFF IN REGISTER 



L.D13. 
J~DI3_ 



SET PRESENTATION-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP PRSQTBK 
IN PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER (RESTORE PR TIMER) 



D13_12 
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SET ONLY TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION- 
STATUS FLAG PRDC.STS 



1 1 SOUND CONTROL PROCESSING 1 1 ~ D 1 



( 



RET JUMP 



) 



PRESENTATION TYPE (PRESENTATION SELECTION) 
COMMAND PROCESSING OF MAIN CPU 
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CHECK PRESENTATION-BEING-SELECTED 
FLAG PRSELFLG 



D14_1 



D14_2 




DETERMINE WHETHER OR NOT PRESENTATION- 

BE1NG-SELECTED FLAG IS OFF 
(i.e., WHETHER OR NOT NORMAL GAME START 
COMMAND HAS YET TO BE RECEIVED) 




YES 



1 



NO 



PRESENTATION STATUS FLAG PRDCSTS 



( RET JUMP) 




DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
(Le., WHETHER OR NOT U-ZHIQR BB 
END PRESENTATION IS IN PROGRESS) 




D14-3 
D14.4 

NO 



YES 



CLEAR Z./-Z/7/-PRESENTATION-IN-EFFECT 
FLAG OF PRESENTATION STATUS FLAG PRDCSTS 
AND SEQUENCE-CONTROL-IN-PROGRESS FLAG 



ssa 



D14_5 



SET, IN REGISTER, ZY-Z///PRESENTATION 
SOUND MUTE CODE SD OFF3 AND SD OFF4 
AND BB TERMINATION SOUND MUTE CODE SD_OFF1 



D14_6 



1 1 SOUND CONTROL PROCESSING "~[} ~ D 14 -' 



PRESENTATION SELECTION PROCESSING 



D14.8 



< 



CHECK PRESENTATION STATUS FLAG 
PRDC STS AND REEL-SCREEN TYPE 



DETERMINE WHETHER OR NOT THE CURRENT 
SCREEN IS NORMAL REEL SCREEN 




NO 



SET. IN FIRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER 
TXBUFWK, SPINNING START COMMAND (05h) 
ON INTERNALLY-NOTIRED REEL SCREEN 



D14.11 



I 



SET, IN FIRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK, SPINNING 
START COMMAND (04h) ON NORMAL REEL SCREEN 




-D14_12 
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CHECK SIGN PRESENTATION TYPE PRE CLS, AND 
SET SIGN PRESENTATION IN SECOND BYTE OF 
TRANSMISSION-COMMAND-EDITION BUFFER TXBUFWK 



SET DISPLAYED-SYMBOL DATA 1 DSP PIC1 IN 
THIRD BYTE OF TRANSMISSION-COMMAND-EDITION 
BUFFER TXBUFWK, AND SET DISPLAYED- 
SYMBOL DATA DSP PJC2 IN FOURTH BYTE OF THE SAME 



D 14_13 



D14-14 



< 



DETERMINE WHETHER OR NOT SIGN 
PRESENTATION GREATER THAN YAH-HOO 
SIGN PRESENTATION IS INSTRUCTED? 



YES 



DETERMINE WHETHER OR NOT THE 
PRESENTATION IS BONUS DETERMINATION 
PRESENTATION (BALLOON LhZHIi 




YES 



(1) SET TO ON LhZHI PRESENTATION FLAG OF 
PRESENTATION STATUS FLAG PRDC STS, (2) SET 
TO ON SEQUENCE-CONTROL-IN-PROGRESS OF 
THE SAME, AND (3) SET TO ON REEL-SCREEN-TYPE FLAG 
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D14-17 



CHECK GENERATION FLAG WAVEBIT 



< 



DETERMINE WHETHER OR NOT 
RB GAME HAS BEEN GENERATED 




D14.18 
D14_19 

YES 



NO 



SET ADDRESS OF BB-DETERMINATION- 
BAH.OON-ZV-2W/-SEQUENCE CONTROL TABLE IN 
SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER PRSQPTR AND SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP SQPTRBK 



D14.20 



HANDLE AS BB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTED, AND RESET THE SIGN 
PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



D14_21 



f 



SET ADDRESS OF RB-DETERMINATION- BALLOOH-U-ZH/ 
SEQUENCE CONTROL TABLE IN SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER PRSQPTR AND SEQUENCE- 
CONTROL- TABLE-ACCESS POINTER BACKUP SQPTRBK 



D14_22 



HANDLE AS RB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTED, AND RESET THE 
SIGN PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



014-23 





| CLEAR SEQUENCE-TIMING-ADJUSTMENT TIMER PR TIMER | — D14-24 
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SET SIGN SOUND CODE (START SOUND 3) , ot - 
SD PRE IN REGISTER 1 DM.25 



SOUND CONTROL PROCESSING 



D 14.26 




D14-C 



SET GAME START SOUND CODE 
(START SOUND 1 OR 2) 



D 14.27 



SOUND CONTROL PROCESSING 



Y 



D14.28 



j CLEAR PRESENTATION-BEING- 
! SELECTED FLAG PRSELFLG 




D14.D 



•D14-29 



C 
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SOUND SINGLE COMMAND PROCESSING 



CHECK DATA STORED IN REGISTER 



( 



y 



D15_1 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND HAS BEEN DETERMINED 



YES 



D15_2 
NO 



SET PAYOUT SOUND CODE IN SOUND 
BACKUP AREA 2 SND.BAK+1 



D15.3 



SET SOUND CODE IN REGISTER 



SOUND CONTROL PROCESSING 



D15.4 



DI5.5 



C 



RET JUMP 
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PRESENTATION SELECTION PROCESSING 

DURING NORMAL GAME AND DURING 
INTERNALLY-GENERATED BONUS GAME 



CHECK INTER-BONUS-FLAG 
CHECK DATA FPLY CHK 



E01-1 



CHECK DISPLAYED-SYMBOL 
UPGRADE FLAG RNKUP.FLG 



CHECK PRESENTATION 
STATUS FLAG PRDCSTS 



< 



DETERMINE WHETHER OR NOT 
INTERNALLY-NOTIFIED-STATUS REEL SCREEN 
PRESENTATION IS IN PROGRESS 



YES 



CHECK NUMBER-OF-GAME COUNTER 
WPLY CNT AFTER ILLUMINATION OF WIN LAMP 



< 



DETERMINE WHETHER OR NOT DISPLAYED- 
SYMBOL DATA HAVE BEEN CHANGED 



< 



NO 



DETERMINE WHETHER OR NOT FEWER THAN 
TEN GAMES HAVE BEEN PLAYED AFTER PERFORMANCE 
OF WINNING PRESENTATION 



NO 



CHECK GENERATION FLAG WAVEBIT 



< 



DETERMINE WHETHER OR NOT 
BB GAME HAS BEEN GENERATED 



YES 



SET, TO STATIONARY DISPLAYED-SYMBOL DATA 1 STP_PIC1, 
"7," WHICH IS A SYMBOL TO BE DISPLAYED ON LEFT WHEEL 
WHEN BB GAME IS GENERATED; AND SET, TO STATIONARY 
DISPLAYED-SYMBOL DATA 2. STP.PIC2, "7," WHICH IS 
A SYMBOL TO BE DISPLAYED ON RIGHT AND 
CENTER WHEELS WHEN BB GAME IS GENERATED 




E01-10 



SELECT UPGRADE FLAG RKUP BBDT FOR RANKING DISPLAYED 
SYMBOLS AS BB-DETERMINATION DISPLAYED SYMBOLS 
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E01.12 



SET, TO STATIONARY DISPLAYED-SYMBOL DATA 
1STP_PIG1 f "BAR," WHICH IS A SYMBOL TO BE DISPLAYED 
ON LEFT WHEEL WHEN RB GAME IS GENERATED; AND SET, 
TO STATIONARY DISPLAYED-SYMBOL DATA 2STP_PIC2, 
"BAR," WHICH IS A SYMBOL TO BE DISPLAYED ON RIGHT 
AND CENTER WHEELS WHEN BB GAME IS GENERATED 




SELECT UPGRADE FLAG RKUP RBDT 
FOR RANKING DISPLAYED SYMBOLS AS 
RB-DETERMINATION DISPLAYED SYMBOLS 



E01.13 



E01.B 




✓ E01-14 



SET SELECTED UPGRADE FLAG IN DISPLAYED- 
SYMBOL UPGRADE FLAG RNKUP FLG 



E01_C 



1 



E01_15 



SELECT WINNING SIGN SELECTION TABLE 
BNFGPLAY DURING INTERNAL GENERATION OF BONUS 



MASK BONUS GENERATION BIT OF 
GENERATION FLAG WAVEBIT 



< 



E01.16 



DETERMINE WHETHER OR NOT SMALL-JACKPOT 
COMBINATIONS HAVE BEEN GENERATED 



E01.17 
YES 





NO 


RECHECK GENERATION FLAG, AND I 
SET THE FLAG IN REGISTER | 






I PROCESSING FC 
| OF Wlh 


>R SELECTING TYPE 
JNING SIGN 
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E01-25 



SELECT SELECTION-OF-Z./-Z///-DURING- 
ILLUMINATION-OF^/VIN-LAMP TABLE WLONRECH 
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E01-20 



CHECK GAME STATUS FLAG GAMEST 



< 



INTERNAL GENERATION IS BEING REPORTED 
(iT, WIN LAMP IS BEING ILLUMINATED) 




[NO 



CHECK INTER-BONUS-FLAG CHECK 
DATA FPLY CHK 



< 



DETERMINE WHETHER OR NOT BONUS 
IS BEING INTERNALLY GENERATED 




NO 



< 



E01-24 
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